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like GoalAttack, HomeRun, AirGuitar and 75 bonus 
games. The included EyeToy USB camera tracks your 
every move, putting you in the middle of the action. 
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Shadow of the Colossus Resident Evil 4 


For all the latest and greatest in gaming news, previews, and 
reviews, 1UP.com's got you covered. 


1UP's got more of what you love about Shadow of the 
Colossus—check out more exclusive screens, listen to music 
from the game's soundtrack, and read our full interview with 
Fumito Ueda! 


Who's going to win the next generation? Well, if we knew the 
answer to that, we probably wouldn't want to tell you because 
it could spoil our opportunity to make a lot of money. But we 
can offer you pretty educated guesses on how the PlayStation 
3 will fare—go here to find out what we think. 


Want an insight into the deepest recesses of Scooter's brain? 
Well, actually, no—trust us, you don't. But to see what he 
thinks about the Hot Coffee scandal and to find out if he had 
fun at his wedding and honeymoon, pay him a visit. 


For more hands-on preview action on the sequel to the best 
fighting game ever, stop on by. As a bonus, watch to see how 
‘our favorite ОРМ staffers did in the Second Annual Ziff Davis 
| Calibur Il Tournament. And then come back next month 
ОРМ exclusive Sou! Calibur Ill review and demo. 


Good things come in discs. Tasty pizzas. Deli- 
сіоив pies. And best of all, the monthly OPM 
demo DVD. Here's our recommendation 


Gather your favorite discs around you right 
now and have a jolly good time 


If you want to see if this 
big, beautiful, awe-inspiring 


game is your cup of tea, then 


try this level in which you 
must take down a colossus. 


The demos for the five 
blarg-rated games Sly 
Cooper and the Thievius 
Raccoonus and Sly 2: | mad, which could explain 
Band of Thieves! БЕЗІ all those buckets of blood 


Torque is back and he’s still 


and gore that he’s leaving in 


his wake. 


Check out what kind of 
moves you'd have if you 
were а ninja cat, and then 
go read the review on pa 
/hat we think 


Watch the video for this 
quel to last year's popular 
online shooter, and then go 
to page 70 for our exclusive 
preview of what's new! 


а couple of more awe- 
some trailers for SLAI: 
Steel Lancer Arena Inter- 
national and Moto GP 41 e tumbling from rc 
boxing—find all this and 
more in a music video show 


casing the upcoming thriller. 
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Create and customize with the Track Editor. 
Share with friends through the PSP™ 
(PlayStation®Portable) system's wireless feature. 


Gear up for an outrageous mix of stunt 
driving, puzzle solving and platform action. 


Play multiple modes, including wireless 
multiplayer, challenge, and bonus games. 
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2 ZIFF DAVIS 


A West Virginia convenience store clerk wins $2,699,000 in punitive dam- 
ages after she injures her back opening a pickle jar. A California man sues 
two Las Vegas casinos for letting him gamble away $1 million while he 
was drunk. Florence Cohen sues Rockstar, claiming she bought GTA: San 
Andreas for her 14-year-old grandson "without knowing it contained hid- 
den, sexually explicit scenes" (see Hype, page 20). 

In our sue-for-anything culture, it's still shocking to see what makes it 
to the courts. True, Mrs. Cohen may just be trying to cash in on the Hot 
Coffee controversy. But it still begs the question: What part of "Blood and Senior Production Manager Ar 
Gore, Intense Violence, Strong Language, Strong Sexual Content, and Use кте ное MANGA ER 
of Drugs" did she not understand when she bought the game? It's clearly 
there, right next to the "MATURE 17+” and images of gangstas with guns. Vice President of Sales Scott McDanial 

The ESRB rating system is there in part as an aid for people like Mrs. Editorial Director John Davisor 
Cohen to make informed decisions about game purchases. In her case, let's See Teel OE E 
hope logic and self-accountability figure in somewhere. << Tom В) 
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THE MONTH 


I disagree with the rerating of GTA: San Andreas simply for the reasoning behind it. The 
game was deemed offensive because of content that couldn't be easily accessed by the 
end user. But what about the violence, profanity, and sexuality that were already present? 

In the first 15 minutes of play, the main character assists in an armed robbery, beats 
someone to death with a baseball bat, and participates in a drive-by shooting. So why is 
it that the focus of this campaign against San Andreas was centered around content that 
the vast majority of players have never seen and probably never will? 

It seems like quite a coincidence that San Andreas is part of a top-selling game fran- 
chise. Anyone choosing to go after this well-recognized and popular franchise would be 
guaranteed а lot of press. What | find most interesting is that games that contain more 
explicit content have been overlooked—perhaps because they didn't sell nearly as well? 

If these politicians and activists truly care about regulating the content of videogames 
on the market, and not just about making waves and snagging headlines, then perhaps 
they need to open their eyes a bit and rethink their strategies. 

Brent Hankins 
Indianapolis, IN 


PSPRICEY 

Want to know why the PSP isn't selling as 
well as expected? It is not because of limited 
software. The unit is still young and everyone 
knows that there will eventually be plenty of 
quality titles. The real reason PSPs aren't fly- 
ing off shelves is because they are too frea- 
kin' expensive! For months, the buzz was that 
it would debut at around the $150 mark. At 
that price, | would have bought one the day 
they came out. But shortly before the release, 
the price jumped to $250! Now, l've been an 
avid gamer since the Atari 2600 and | actually 
owned the abysmal Е.Т. That puts me on the 
upper end of the prime 18-to-35-year-old tar- 


in wife/mortgage territory. That means 1 
have money to singe—not burn. One of the 
advantages of maturity is patience. | don't 
rush out to plunk down 550 for brand-new 
games anymore. | bide my time for games 


for the PSP, too. Thanks, Sony, but for now, 
no thanks. | can wait. 

James Ford 

via e-mail 


Since the launch of the PSP, all the gaming 
es | read and websites | frequent 
emed to think price is a barrier for 


get demographic. That also puts me squarely 


to become more reasonably priced, and | will 
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HOW DO YOU TAKE IT? 

The brouhaha over the Hot Coffee 
minigame in San Andreas had message 
boards the world over buzzing. OPM's 
readers proved they like their coffee like 
they like their games: contentious! 

Edgerunner tried to head off the more 
extreme viewpoints by saying, "Just 
because you can modify a semiauto- 
matic into a fully automatic, it doesn't 
make the company that made the ori: 
nal gun liable for the owner making it 
into an illegal weapon. In that regard, 1 
think Rockstar is getting the short end 
of the stick. However, | still find it stupid 
beyond belief that they left the code 
in there, especially for the PC version, 
which is known for [its modding 
community]." 

AuroraBlade agreed, saying, "I think 
this whole AO controversy is silly. The 
ESRB is faulty to begin with, but come 
on. Anyone under 17 shouldn't be play- 
ing San Andreas in the first place. This is 
all a terrible example of the media blow- 
ing things out of proportion." 

“Тһе way | see it," said black 13, 
"Rockstar put it in there on purpose to 
get even more publicity. Heck, it was 
even found at the perfect time: when 
the game has already been released on 
Xbox, PS2, and PC, having sold 15 mil- 
lion copies so far. They are just going to 
repackage it and sell even more copies. 
Controversy seems to be the new type 
of marketing." 

Meanwhile, milo900 pointed out, 
"God of War had some nakedness and 
sex in it. And it was more realistic. [But 
it got an] M rating. No controversy. 
Anyway, people will buy Rockstar's s*** 
more now." 


NO PSP LOUE 
Tired of seeing only UMD movies com- 
ing out on PSP? So are these folks. 

“Dear Sony,” said jedi dad, "right 
now, UMD movies outnumber games 
2 to 1. It's clear to me that you feel the 
PSP is designed more to watch movies 
than to play games." 

PSPMagnet leapt to his namesake's 
defense: "Would you rather have a 
bunch of half-assed games or would you 
like to wait and get games that have that 
final polish that makes a good game?" 

“What you pointed out is why | 
waited so long before picking up a sys- 
tem," replied magicthighs. "Too much 
hype and empty promises." 
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SURUEY TIME! 


Tell us what you think of your favorite. 
PlayStation mag in the 2005 Official U.S. 
PlayStation Magazine Editorial Study. 
It'll only take a few minutes, and upon 
completion you'll be eligible to win a 
$300 American Express Check, redeem- 
able practically anywhere. Just go to 
gamersvoice.1UP.com and survey away. 
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GULLIBLE ISN'T IN 
THE DICTIONARY 


Q | heard a rumor from my friend that if 
you unlock the "Hot Coffee" hack in СТА: 
San Andreas, that there is a way for Sony 
to track your ISP and then ban you from 
all your online playing. Can you please 
clear this situation up for me and every- 
body in the gaming world? That would 
be great. 

SOCOMPHREAK 

vie e-mail 


A That very well may be the most ridicu- 
lous thing we've ever heard. 


BY THE WAY, AERIS DIES 


О In Tetsuya Nomura's bio [Issue #96], you 
referred to Cloud Strife and Aeris Gains- 
borough [of Final Fantasy VIN as minor 
characters! MINOR CHARACTERS! They're 
the biggest characters in the game, people! 
What is wrong with you? 

Bahamut the Magnificent 

via e-mail 


consumers. But it's $249 for the PSP, $29.99 
to $39.99 for one game, and $19.99 to $29.99 
for UMD movies—most of which have been 
out for some time and are cheaper on DVD! 

| am a gamer and a father of four. | can't 
afford to buy myself one of these things, 
let alone one for each kid. The Game Boy 
Advance is so successful because of its lower 
price tag and huge library. I'm aware that the 
PSP's target audience isn't necessarily the 
younger crowd and that the technology is 
way better, but speaking as a parent, the kids 
all want one and you can't buy one handheld 
gaming system for them to share and not see 


bloodshed! Personally, | would love to have 
one but | can't justify spending $250-plus on 
a handheld system when the Xbox 360 and 
РБЗ will be available soon. Dwindling enthu- 
siasm or a slow sales period? Maybe, but I 
think the obvious problem is the price. 
Steve Hess 

via e-mail 


BARGAINS TOO COSTLY? 

In regard to Mark Buckingham's e-mail titled 
"Bargain Hunter" printed in Issue 496, | 
would like to say that if everyone waited until 
a videogame cost only 520 to buy it, there 
would be no videogames. 

Games these days have very large produc- 
tion costs. With each new generation of hard- 
ware come new possibilities for what kind of 
games developers can make, and with new 
possibilities comes much more work, and of 
course more work means larger production 
costs. If videogame companies don't make а 
profit, it's obvious that they cannot continue 
to make the games that we enjoy playing 
Just realize that by paying full price you are 
helping perpetuate the videogame industry 
and ensuring that sequels to your favorite 
games can be made. 

Lee Williams 
via e-mail 


A Guess we're just too fond of sarcasm, 
and too trusting that our thoughtful, 
intelligent readers will pick up on it. 


NO COFFEE FOR YOU 

Q I was wondering if you guys and gals 
could include a playable demo of Grand 
Theft Auto: San Andreas on a future demo 
disc. Thanks. 

Name withheld 

via e-mail 


A Nope! 


CREEPY 


Q think Zoe Flower is a very attrac- 
tive woman, and her article on cake was 
extremely sexy. Could 1 have her number 
please? І would love to talk to her about 
games and maybe more. 
Nader Nekvasil 

e-mail 


A Eww, no. Besides, she's married. But 
more importantly: eww. 


MATURE US. NURTURE 

| work at GameStop and | would just like to 
say PARENTS DRIVE ME CRAZY!! Before sell- 
ing a Mature game to a minor, we must ask 
the parent if it's OK. We explain the content 
of the game, and half the time the parents 
aren't even listening. We get kids all the time 
who whine and complain until their parents 
buy it for them. If | was a parent, | would not 
let my 7-year-old play San Andreas, but it 
happens every day! Parents will buy anything 
to keep their kids happy. What really gets me 
is when parents and politicians start to bitch 
that the younger generation is getting more 
violent and blaming it on GTA. Maybe if 
parents would actually pay attention to what 
they are buying, all this finger pointing would 
turn back on them 

Angela Seaton 

via e-mail 


THE BIG ONE 

I'm sorry, everyone, but | have to rant about 
something that has been bothering me for a 
long time: World War ІІ games—but not the 
games, the people who never stop complain- 
ing about them. If YOU don't buy the game, 
the developers won't make the games. The 
same people who complain about them go 
out and buy the next one. All the developers 
see is that people are buying their games, so 
what do they do? They make another one. 
Ben Shaeffer 

via e-mail 
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CALENDAR 

The month for you and your PS2. 

PS3 WATCH 

The annual PlayStation meeting brought us a look at several 
more next-gen games. 


Welcome to the urban jungle—we hope you brought 
plenty of ammo. 


SIMPLY MARVEL-OUS 


How a comic book publisher is taking over gaming 


STAR WARS BATTLEFRONT Il 


And then a hero comes along... 


DIRGE OF CERBERUS: FINAL FANTASY UII 


Hands-on time with the next chapter of the Compilation. 


J-TOWN 


One word: porn. 


ES UNDER FIRE AGAIN, BUT NOT FOR VIOLENCE 


against videogames weren't 
enough, Grand Theft Auto: San Andreas has carved yet another foot- 
hold for politicians and ambulance chasers to use in their mounting 
campaign to regulate videogames or profit from their alleged effects 
on children. It's dubbed the Hot Coffee mod, and it has single-hand- 
edly sparked an entirely new set of debates amongst politicians, 
lawyers, and parents disgusted with the notion that a videogame 
(one intended for people over the age of 17) would have such strong 
sexual content. 

When the mod was first discovered in the PC version of San 
Andreas, all fingers immediately pointed at Rockstar, which tried 
to dodge the situation by claiming that hackers had used source 
code in the game to construct the scenes in question. These scenes 
featured the game's lead character, CJ, entering a girlfriend's house 
after she asks if he would like to come inside for some coffee. In the 
unmodified version of the game, the camera merely sticks to a shot 
outside the house, implying sexual activity. The Hot Coffee version of 
this scene actually shows CJ and the girlfriend participating in a few 
mildly explicit sexual acts, 

However, the discovery of the same modification in the PS2 ver- 
sion of the game proved that the hackers in question did not build 
the scenes themselves. Unlike PC games, PS2 games' source code 
can't be altered. Rockstar finally admitted that the scene had origi- 
nally been part of the game, but when the company decided the 
content was inappropriate, it broke the code to prevent the scene 
from being accessible to gamers who popped the disc in and played 
the game normally. 

The Entertainment Software Ratings Board quickly sprung into 
action and said that it would revoke the M rating from San Andreas 
if Rockstar didn't take action. "The minigame that was unlocked in 
the Hot Coffee mod warranted an AO rating. Our raters, who were all 
independent, rated it AO, and we rated the existing content from the 
original version as M, and that's why we revoked the rating," says 
Patricia Vance, president of the ESRB. "We gave Rockstar the option 
[to keep it as AO] or to exchange preexisting inventory [with versions 
that didn't have the mod].” 

Interestingly, Rockstar does not have to comply with such a 
request. It can choose to receive a rating from the ESRB or not, but 
there are consequences for not having a rating at all. "[Most] retail- 
ers have a policy not to carry product in stores that isn't rated by the 
ESRB,” says Vance. 

What is also interesting is that compliance with enforcing the rat- 
ings is voluntary as well, While the ESRB provides age recommen- 
dations for games, there is no law that compels retailers to follow 
those ratings. As with the movie ratings system established by the 
Motion Picture Association of America, there is no legal responsibil- 
ity to rate the product or enforce the rating. 

However, that did not keep lawmakers from running for the near- 


est soapbox. One of the most vocal was Senator Hillary Clinton, 
who said, “The disturbing material in Grand Theft Auto and other 
games like it is stealing the innocence of our children, and it's mak- 
ing the difficult job of being a parent even harder. | believe that the 
ability of our children to access pornographic and outrageously 
violent material [in] videogames rated for adults is spiraling out 

of control." Senator Clinton also requested that the Federal Trade 
Commission open an investigation into the advertising practices of 
Rockstar's parent company, Take-Two. As of press time, that investi- 
gation was still ongoing. 

While Rockstar did not respond to OPM's requests for comment 
on any of the backlash surrounding Hot Coffee, Take-Two Interactive. 
did issue a general statement. "Take-Two and Rockstar Games have 
always worked to keep mature-themed videogame content out of the 
hands of children," said Paul Eibeler, president and CEO of Take-Two 
Interactive. "We will continue to work closely with the ESRB and 
community leaders to improve and better promote a reliable rating 
system to help consumers make informed choices about which 
videogames are appropriate for each individual." 


A 2 5 A 


The ESRB came under fire as well for not catching the Hot Coffee 
mod when the game was originally submitted for a rating. But Vance 
is quick to point out that features not meant to be in the final game 
were, naturally, not part of the review process. “| don't think any 
rating board would've caught content that isn't playable. This didn't 
reveal a weakness to us, but it should indicate that the self-regula- 
tory system is active and it's working." 

So who's ultimately responsible for spilling the coffee? Rockstar 
denied that it put the code in the game in the first place and then 
got caught in the lie. The ESRB changed the game's rating after а 
huge wave of negative press. Retailers that often fail to enforce a 
voluntary ratings system, selling M-rated games (OK for 17+) to 
12-year-olds, pulled the newly rated AO game (OK for 18+) from 
their store shelves. Adults who purchased for minors a game 
labeled with the descriptions "strong sexual content," "blood and 
gore," and "intense violence" filed lawsuits against game compa- 
nies, alleging false advertising and consumer deception. And all of 
this has culminated in lawmakers jumping in to demand that our 
children be protected. 

Have games gone too far? Perhaps they have. But the more 
important question should be whether individual members of the 
public should be allowed to decide that for themselves. 


GOD OF PORN? 


Any of you who have played God of War probably were a little d 
surprised to find that the game has not only frontal nudity to accom- 

pany its ultraviolent gameplay, but also strong allusions to sexual 

activity. Why didn't it get an AO rating? ESRB president Patricia 

Vance says, "The bottom line is that our raters didn't view that sex- 

ual content to be as explicit [as the Hot Coffee game] or to warrant == 
ап AO rating. № you put the depictions side by side, you'll see that 
the Hot Coffee game is more explicit than the God of War game." 
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In the post-Gagharv era, the land of 
El Phildin is consumed by a bitter 
war. As its citizens fight to survive, 
one will be taken by the darkness. 


As time has passed and light returns, 
wounds heal and lives move on - 
except for one. On his quest to free 
his sister, will Avin be prepared for 
what he finds? 
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PUT YOUR SOUL INTO IT 


А CLOSER LOOK АТ SOUL CALIBUR III'S CHARACTER CREATION MODE 
> == - 


One of the biggest additions to Sou! Calibur lll is the character 
creation mode. Now, along with the default roster of characters, 
your own creations can battle it out on the stage of history. You can 
choose from several different fighting styles and weapons, as well 
as a countless number of clothing combinations. «€ 


Pub. Namco Dev. Namco Release October 


If you're not happy with the color of any item on your 
character—or their eye or hair color for that mat- 
ter—then just change it. Soul Calibur IIl's character 


creation mode offers a simple color grid that you can 
use to get everything to match, if you're so inclined. 
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The first thing you have to do in the character creation mode is 
select your gender and class. Your class pretty much determines 
your fighting style and the type of weapons your character has 
access to. If you choose to be a ninja, then your character will be 
much faster than most other character types, but your weapon 
reach will be severely limited. Here you can see the dancer class, 
which is a little more unorthodox than most of the others; it seems 
like it will be a little harder to master, but it certainly looks like it'll 
be fun to use once you get the hang of it. 


The number of modifications you can make to a character's head is 
pretty staggering. In addition to being able to add things like hats, 
masks, and different hairstyles, you can also equip characters with 
eye patches and a variety of facial hairstyles (assuming you select 
a male character). Additionally, you can completely customize the 
color of your hair and all of the other accessories on your dome 


When it comes time to select your character's main garb, you'll find 
three options for the torso and one for the arms. One of the many 
great things about the character creation mode is that you don't 
have to stick to one clothing motif—you can even layer different 
types of clothing over each other to make them look a little more 
dynamic. Want to combine a dancer jacket with a thief belt? Voila! 
Now you look a little more like John Rambo 


We singled out the shoulders because you can put some of the 
cooler accessories on them, namely shoulder pads. These aren't 
normal shoulder pads, mind you. Most of them are totally metal and 
will instantly make your character look like someone who stepped 
off the cover of an Iron Maiden album 


There are plenty of options for the neck—almost too many, in 
fact! They range from the ridiculous (a clown collar) to the cool 
(prayer beads, like the ones Akuma wears in the Street Fighter 
ІІ series). For the waist, you'll find traditional belts, karate belts, 
and other items related to specific jobs. None of these things 
has a direct effect on your skills; they're all just there for aes 
thetic purposes. 


The lower section of your character consists of lower leg, upper leg, 
shin, sock, and feet options. As you can tell, there's still plenty to do 
even after you've selected a main look. It's important to remember, 
particularly with the lower part of the body, that some clothing items 
no good 
to select a certain type of sock to go along with a boot, since the 
boot will probably just cover it up. This may seem trivial, but you 
don't want your character to look like an idiot, now do you? 


will completely obscure others. For example, it really doc 


Х/УУУУУУУУУУУУУУУУУУУУ, 
TRY IT NEXT MONTH 


The November issue of OPM will feature a 


playable demo of Soul Calibur Ill. The demo 
includes a brief section of the main mode, 
called tales of the souls, in which you fight 
Other classes in the character creation mode include the samurai (which you as Kilik. The character creation mode is 
might suspect plays a little like Mitsurugi), the saint, and the thief. Each has its own also available, although it features only a 
strengths and weaknesses, so it's up to you to find them and adjust your fighting small fraction of what you'll find in the final 
style accordingly. game. Lastly, you'll be able to try a versus 
mode with Mitsurugi and Tira as playable 
characters. Have fun! 
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A secret prophecy has fallen into Apocalypse™’s diabolical hands. 
Unite the X-Men with their sworn enemy—the Brotherhood—and 
liberate Earth from the ultimate tyranny. 


X-men-Legends2.com 
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NHL 2K6, World Before you celebrate 
Poker Tour, Call о! your lack of work for 
Cthulhu, Top Spin, the weekend, turn 
and Legend of Kay | your brain off and 
all shipped earlier watch cranky Brit 
this week. That's a Jason Statham beat 
whole lotta Labor dudes up and drive 
Day gaming to get sweet rides in The 
through! Transporter 2. 


Guess who turns That tenderness in 1 Since there's barely 
65 today? In fact, your pocket is only anything interesting 
that curvaceous legal if you spend it! coming out tomor: 
cavewoman Raquel Buy Indigo Prophecy, № row, you can extend 
Welch does! Is she One Piece Grand your celebration of 
going to wear that Battle, Gretzky 2006, the anniversary of 
animal-fur bikini? and Rainbow Six: Star Trek's first air- 
Well, that's not for Lockdown! ing. Star Trek is 39 


your eyes. [NEW GAMES ] years old today! 


This is a very sad If you have any л == Looky here, Nicky 
day, as it's the sec- change after getting Cage is playing an 
ond anniversary Burnout Revenge, arms dealer with 
of Johnny Cash's there's also Scooby- a heart of gold in 
death. Watch the Doo! Unmasked, Evil Lord of War. We're 
video of his cover Dead Regeneration, not making this up. 
of "Hurt" and then and Marc Ecko's k t 2 Really. Hey, at least 
reminisce about the Getting Up waiting. t | x he's not playing 
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Pop a kernel for Cover star Shadow One day, Tim Bur- 
the anniversary of of the Colossus, Tak 2 ton heard a crazy 
Orville Redenbach- 3: The Great Juju E ” | Russian folktale 
er's death today. Challenge, Mortal ` about some dude 
He is happily play- Kombat: Shaolin | | who married a 

ing canasta with Monks, Genji, and X- | : corpse. He decided 
Colonel Sanders in Men Legends ІІ are | to make a stop- 
Old Man Mascot for coming out today. н ” motion movie, and 


Food Heaven. ч voilà, Corpse Bride! 
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Today is the birth- 1 Games like Ultimate EN х For all you who 
day of the man Spider-Man, Com- $ i missed the awe- 
who totally had us mandos Strike Force, N some show Firefly, 
believing that he МВА Live 06, and you can make it up 
could fly. Take a The Suffering: Ties Зу? Бу seeing Serenity 
silent moment to That Bind are sup- today. It's newbie- 
celebrate the birth posed to ship. Have х \ М friendly, but we still 
of a true Superman, fun skipping school! ) | recommend buying 


Christopher Reeve. җи АЗА the Firefly DVDs. 
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RACING DOWN THE INFORMATION SUPERHIGHWAY 


One of Criterion's biggest priorities when making Burnout Revenge 
was to speed up the process of getting online. "Our online game 
experience last year was exceptional—once you got into the 
game," says Matt Webster, executive producer of Burnout Revenge. 
"This year, we wanted to bring in a streamlined system that allows 
people to get online with their friends as quickly and as smoothly 
as possible." 

One thing the team has done is introduce a one-button element 
“If | just want to get online right away, | can go online with my EA 
account, hit a button that says ‘Play Now,’ and it goes and finds me 
a race that has a spare slot against people that have an equal skill 
level to me," says Webster. Of course, if you want more control, you 
also have the option to search for a specific type of race based on a 
number of criteria that you set 

The PS2 version takes a cue from how Xbox Live is set up. 
"We've made it easier for people to hook up with their buddies and 
create parties," Webster promises. Instead of having to figure out 
the details of connecting—which room, which race, which backup 
in case that one is full—you simply invite anyone from your buddy 
list to be part of a party. From then on, your party is linked together 
until you choose to abandon it. 

The team is also incorporating online progression into the game. 
Rather than having to spend 10 or 15 hours of single-player time 
to unlock the cars you want in order to bring them online, you'll 
now be able to do the exact same thing while playing against oth- 
ers. You unlock content by earning points in competitions; beating 
players who are ranked higher than you will result in more points 
than you'll get by beating up on lesser players. Beware, however: 
While unlocked single-player content will be accessible when you 
go online, you won't be able to transfer the content you unlocked 
online to your single-player experience. 

Other changes simply have to do with making all versions of the 
game technologically compatible. Due to a difference in electrical 
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standards, American and Japanese Burnout 3 players weren't able 
to compete against European Burnout 3 players. "This time we want 
to be global so everyone can play everyone," says Webster. 

You'll see all the modes that were in the last version; one of the 
new additions is crash battle. In this mode, up to six players can 
enter a round-robin type of contest, with two players competing 
at a time. For example, if the staff of OPM were to set up a contest 
among some of its editors, the first round could start off with Joe 
and Dana facing off to see who can cause the most damage in a 
crash (or who can take the other out), followed by Scooter taking on 
Giancarlo. In the second round, Joe could play against Scooter, and 
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Dana could compete with Giancarlo; the third round would result in 
matches of Joe versus Giancarlo and Dana versus Scooter. At the 
end of the battle, the person who has scored the most overall points 
would be declared the overall winner. 

Another new mode is crash tour. As Webster explains it, "Our 
analogy for crash mode is golf, so in crash tour, I'll set a number 
of rounds, I'll choose the junctions we're going to play, and then 
there'll be a target score, and we'll each get a certain number of 
tries to try and reach the score. So maybe the score will be 12 mil- 
lion that you need to get on this crash; if it's par 3, you'll get three 
attempts to accumulate that score." 

So will all of this add up to an experience that tops last year's 
Game of the Year? Check next month for our review and find out. 

EA Games 
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Find the shortcut. Unlike Burnout 3, which has very straight- 
forward courses, Burnout Revenge is absolutely riddled with short- 
cuts. Each track has a number of alleyways, ramps, and bypasses 
for you to discover. Use them right, and they can shave seconds 
off your time, but watch where you're going, as embankments can 
pop up seemingly out of nowhere. 


Go vertical. One of the bonuses of multilayered tracks is the 
ability to take out your opponent in new and creative ways. Try 
using those ramps for destructive purposes—you can fly off the 
end of a ramp and land directly on top of a rival to execute one of 
the game's new additions, the vertical takedown. 


Play in traffic. Rather than getting taken out by that pokey 
sedan that gets in your way, you can now use the extraneous 
traffic to your advantage. If you're coming up behind a random 
car, bump into it from behind to send it sailing ahead. After some 
practice, you should be able to use the other cars as missiles to 
help you take out rivals. But be careful: Big trucks and buses and 
oncoming traffic of all types will still take you out. 


Blow away the enemy. Everybody hurts sometimes. If you 
take that turn too fast and end up smashing into a wall, you'll have 


the chance to use a crashbreaker. Be judicious with your explo- 
sions, though—if you see an enemy hurtling toward you, it pays 
to wait till he's close and then take him out with the power of the 
blast. For even more points go for two or more opponents at once. 


Rack 'ет up. It's not just about winning anymore: In addition 
to race placement, you're also getting ranked on your overall driv- 
ing performance. Overtake the other contestants to help increase 
your driving skill points, pump up your takedowns and reckless 
driving to increase your aggression points, and get back at other 
contestants to increase your revenge points. 


Sadly, traffic attack 
will not be available 

as an online mode. As 
Webster explained to 
us, "We had a plan for 
traffic attack online, 
but it became apparent 
that we weren't able to 
execute it to the level 
that we thought we 
needed to. It's such an 
amazing experience 
offline, and moving 

it online would have 
just caused too many 
compromises to the 
gameplay system, so 
we made the decision 
to pull it." 
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You can arrest drivers 
out on the track by 
making them spin out, 
by constantly ramming 
into them, or by push- 
ing them into barriers. 
Just make sure you get 
their health bars down 
to zero so you can go 
in for the arrest. You 
can also take the easy 
way out and simply run 
them off the road. 

Of course, Most 


Wanted on the PSP will 

have many of the same 
It might not come as a huge shock that EA's features as its console 
new take on the Need for Speed series is counterpart. There's. 


coming to the PSP, but you might be sur- 
prised to know that it will have a completely 
exclusive feature—you get to play as the 
cops. Sure, it's thrilling to be on the wrong 
side of the law, outrunning the police at 
speeds surpassing 100 mph, but it's going to 
be just as fun to don the uniform and chase 
after the bandits. More specifically, the mode 
that lets you play as a cop is appropriately 
titled "tuner takedown." In it, you need to 
deal with a limited amount of time and spe- 
cific cars. As you take down cars, more time 
is added to the clock, giving you the chance 
to arrest even more speed demons. If you're 
good enough, you can unlock additional cop 
cars (we're hoping to unlock a totally sweet 
Acura RSX). 


still plenty of street rac- 
ing, and there will also. 
be a multiplayer feature 
that lets you compete 
against three other 
players on one of the 
many tracks featured in 
the game. 
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GOD OF THE SILUER SCREEN 


Everyone's favorite arm-ripping, zombie-decapitating hero may be 


appearing in his very o 
studio has acquired the rights to produ 
War. Charles 
Gartner (Barbershop 2, err, right) will ta 
of producing the film should it ever s 
they make the gods proud 


LIONS, TIGE AND ВЕ 


It looks as though the rumored relationship bet 


isn't completely dead. An update to Sony's 


revealed that not only will the PlayStation 3 support the Linux oper 


ating system, but that it may also support Appl 


/hether this has 


but it's reflective of Sony's strategy to marke 


as a computer and an entertainment device 


As | do most every summer, I've whiled 
away most of my time by lounging in the 
sunshine, taking road trips to weddings, 
drinking mojitos on the patio, and swim- 
ming at the lake. During the rare moments 
| head indoors to escape the hazy heat 

or switch out the Jack Johnson CD, | find 
myself sneaking a regretful glimpse at my 
PS2. Does anyone else feel this kind of 
separation guilt? | don't know if my summer 
disinterest is an unfortunate side effect of 
my disappointment (raging anger) over a 
recent build of Shadow of the Colossus or 
just a general sense of depression over the 
lack of exciting titles to add to my Christ- 
mas list. Yes, usually by this time of year | 
have an extensive wish list! 

I'm just not sure what to do. | like to think 
of myself as a glass (and memory card) half 
full kind of girl, so why the bad attitude? | 
guess | had assumed this summer would be 
rife with solitary beach time complete with 


e's OSX Tiger operat- — inc 


n movie thanks to Universal Pictures. The 

2 a movie based оп God of 
Roven (The Brothers Grimm, Batman Begins) and Alex 
over the responsibility 


he light of day. Let's hope 
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a backpack full of bad Danielle Steel nov- 
els and, more important, a PSP with more 
than Lumines to keep me company. Am | 
just picky about my games, or is it time to 
accept that the PSP has been somewhat 
slow to deliver on content? Of course, with 
the extra time gained by not playing games, 
| naturally started to ponder this quandary. 
It was during a rainy August morning that 
І had ап epiphany while half watching Live 
With Regis and Kelly (don't laugh at me! At 
least | don't watch The View!). 

| swear | have а Pavlovian reflex to that 
fanfare that plays behind the 20th Century 
Fox logo before a movie. Sure enough, 


hip 
^ment, a contract that 
j to lend their voice work 


ipate in videogames will have an 


ıt the contract doesn't give actors residu 


50 it appears that it doesn't really matter 


е doing voiceovers for Madden or for Barbie's Big 


light goes on deep in my precaffeinated 
brain. The PSP is the Trojan horse of main- 
stream media. 

Think about it. | thought it was weird 
to create a new disc format for PSP—and 
even weirder to offer movies lots of people 
would already own on DVD. But | think | see 
the strategy now. The average nongaming 
adult, despite being inundated with video- 
game ads between their favorite sitcoms, 
can just tune out the material they have 
zero interest in (in the same way І can tune 
out Viagra and incontinence commercials). 
But suddenly, Sony has managed to quietly 
infiltrate the massive mainstream entertain- 


2УУУУУУУУУУУУУУУУЛУУУУУУУУУУУУУУУУУУУУУУУУУУУУУУУУ, 
SONY HAS INFILTRATED THE 
HOME VIDEO MARKET WITH UMD. 


there is an ad during the commercial break 
for yet another movie coming to DVD that 
we need to know about. | can't help but 
watch even though it's a flick l've seen and 
don't really even care about. What really 
catches my attention is the string of acro- 
nyms at the bottom of the screen..."coming 
soon to DVD and UMD for PSP." Suddenly, 
the phone is ringing and it's my mom— 
^What's UMD? Will it play in my VCR?" A 


ment market of home video with its new 
UMD format, pushing videogames in front 
of the eager eyes of movie fans (i.e., every- 
one). Even the name fits—Universal Media! 
Perhaps the PSP wasn't meant to excite 

those of us who already love games, but 
rather execute a sneak attack on those who 
haven't embraced our passion. Let's just 
hope this Trojan horse finds the necessary 
army of games to back it up. << 
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CAPCOM'S HORRORFEST LEAPS FROM THE 
GAMECUBE TO THE PS2 


It took only 11 days into the New Year for what many consider to 
be a leading Game of the Year contender to appear, Resident Evil 4 
came out on January 11 for the GameCube and quickly swept up 
accolades from the press due to its complete redefinition of tradi 
tional Resident Evil gameplay. And now this fall, not only are we 
getting a faithful translation of RE4, but the PS2 version is getting 
additional features that might make it better than the original 

If you're not familiar with RE4, or even the franchise in gen 
eral, don't fret. The previous REs are slower, more puzzle-based 
adventures. They feature static backgrounds, a distant third-person 
perspective, and an emphasis on escape rather than combat. Their 
slower mechanics tend to either sour or scare away players, both 
prospective and veteran. They feel like old-school zombie movies. At 
certain points in its development, RE4 maintained this feel, but then 
it transformed into something wholly different 

RE4 is no longer a survival-horror game, but rather action-horror 
The camera isn't positioned far away, but instead right over your 
shoulder. You do not conserve ammo; you spend it. You don't try tc 
avoid the baddies; you face them head-on. The enemies aren't slow 
plodding zombies; rather, they're rapidly moving villagers who use 
am at you in Spanish, and wield weapons such as 
pitchforks, dynamite sticks, guns, and chain saws. The story isn't 
even about Umbrella Corporation and its evil zombie-making virus 
(a staple from past RE titles)—it's about Leon, the rookie cop from 
RE2, saving the president's daughter from crazed villagers in the 
European wilderness. RE4's gameplay is a mixture of pure action, 
resource management, weapon balancing and upgrading, hostage 
protecting, treasure hunting, and reaction timing (when you're called 
to suddenly press a button or two during a cut-scene to do certain 
actions, such as dodge knives or cut parasites out of enemies) 

That's all well and good, but everyone who played it noticed how 
great the graphics were for the GameCube. RE4 PS2 producer Masa- 
chika Kawata notes, "The original Resident Evil 4 pushed the graphi- 
cal limits of the GameCube and realized the hardware's true poten 
tial." So the most immediate concern that most gamers had with the 
announcement of the PS2 version of the game was how the graphics 
would be carried over. Everyone expected RE4 on PS2 to look like a 
horrid graphical rush job, but as you'll see from these screens, the 
game actually looks pretty good, plus it runs at a smooth framerate. 
“At first, we were actually afraid that it might not even be possible to 
port it over," Kawata explains. "It has, of course, taken a lot of work 
to re-create everything, from the graphics to the characters and back- 
grounds, etc. Despite the challenges, | think our team has been able 
to push the processing abilities of the PS2 hardware to its limits in 
order to maintain the game's high graphical standard." The textures 
still look quite sharp, the characters are still detailed, and the real- 
time cut-scenes still look good. 

If anything, RE4 (along with games like God of War, Metal Gear 
Solid 3, and the upcoming Black) shows that the PS2 has a fair bit 
of life left. Kawata muses, "In porting this title to the PS2, we experi- 
enced firsthand that there was a lot of untapped potential with the PS2 
hardware; perhaps developers can push the hardware even further." 

When asked what he's most proud of so far with RE4 on PS2, 
Kawata answers, “1 am most proud of the fact that we have been 
able to make this PS2 version something that shows off RE4s appeal 
as a game, as well as showcases Capcom's development team's tal- 
ent in making it happen." Now that you know the game will look and 
play the same as its predecessor, keep reading to learn about all the 
other extras that have been added to the PS2 version. 
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Leon 


WIDESCREEN AND YOU 


RE4 on the GameCube sports a cinematic 


look with its use of let 
black bars are placed on the 


ing (in which 

op and bottom 
screen), yet for those gamers lucky 

1 to play on a wide: 
black ba 


vision, 
are still irritatingly pres: 
ont. Not only will the PS2 version support 
n and Dolby Pro Logic Il (like 
on), but it will also feature true 

reen support. If you jumped the gun by 
getting a widescreen television in preparation 
for the PS3, then this is important for you 

The ba: ole behind wide 

ported 
inal im e is rectangular, when 


uare television, th 


sate. When you play it on a widescreen tele 
vision, then, the game should recognize that 


the television is also rectangular and e 
the image to fit tr reen. In most ca: 
converting a square imag 

one, the view is made “wider 


information is added to the side 


e.E 


to create 
the rectar эрт games like God of War 
don't do that; instead, they cut the 
bottom off the image hile you get a 
rectangular image, you actually see 
you would on a regular tele on. 
The PS2 v f RE4 already # 


ctangular irr the black bars), 


top and 
han 
Itures 


gnizes the rectangular screen, and 
expands proportionally to fill the 
appropriately, sı 


And obviously, i 


creen 
you lose nothing in the pro 
asier to spot details 
on an image that fills up the whole television 
as opposed to one displayed on only tw 
thirds of the screen 


3 
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The team is still conceptualizing possible 
weapons (we're really hoping for a flame 
thrower), but we can explain what the 
Plagas Removal Laser 412 is. Well, OK, we 
still don't know where you find it or what 
the context of finding it is, but we know 
that you charge it up to shoot a beam that 
instantly destroys the plagas—the para 
sites infecting people—in an enemy. 

This is significant because it presents 
an alternative method to killing one of 
the hardest enemies in the game, the 
Regenerator. In the GameCube version, 
the Regenerator is an enemy that can 
instantly heal any injuries, and the only 
way to kill it is to use a sniper rifle with an 
infrared scope. The scope allows you to 
see the plagas squirming around inside it, 
and once you kill the individual plagas, the 
Regenerator can't heal anymore. With the 
PRL, if you don't have the time or space to 
use the sniper rifle, you can just charge up 
the laser and zap those plagas. Nice! 


Leon's gigantic gun shoots 
out a powerful beam when 
charged up. At least, that's 
what we heard him brag 
ging about to the ladies at 
the bar the other night 
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COSTUMES 


SPANISH CLASS 
We doubt that teachers would buy our argument that Resident Evil 4 qualifies as 
edutainment, but the game does use a lot of Spanish words as names for people and 
objects in the game. Below are some of them, with translations. 
SPANISH NAME ROLE IN GAME ENGLISH TRANSLATION 
Armaduras An enemy Armor 
Del Lago A boss Of the lake 
Ganados Townspeople Cattle 
Garrador An enemy Clawed one 
El Gigante Aboss The giant 
Los Iluminados The monks The enlightened 
Perros locos Dogs infected with plagas Crazy dogs 
Peseta Game currency A Spanish coin 
Plagas Parasites Plagues 
pu 137 — — AIEO 


Verdugo А boss Executioner 
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One of the mysteries in RE4's story centers 
оп Ada Wong's (from RE2) involvement in 
the plot. Like Mercenaries, Assignment Ada 
is a bonus minigame that you unlock when 
you finish the game—it takes the form of 

a small side quest that shows a little bit of 
what Ada was up to during the tail end of 
the game. It's pretty short (a good player can 
finish it in under an hour on the first try) 
pretty simplistic (you just need to find some 
trinkets), and gives a small bit of background 
info on the story. Ultimately, however, it's a 
bit inconsequential. 


МАКЕ SOME POPCORN 


Two neat unlockable PS2-only extras are 
movie viewer and Ada's report. The movie 
viewer is pretty self-explanatory—it lets 
you watch the game's cut-scenes. The only 
juestion is whether you'll be able to watch 
cut-scenes that have action-button events 
(like when Leon is navigating the laser-filled 
hallway). Ada's report is 


ra story content 
in the form of new videos and text files. All 
presumably, from Ada's point of view. Good 
fodder for epic RE4 fan fiction! 


According to Ada's 
report, her turn-ons 
include a sense of 
humor, shopping, 

and Glock 9mms. her 
turn-offs include mean 
people, smoking, and 
geeky RPGs 


STORY SPOILERS 


ALERT! 


ви. 
| SEPARATE WAYS 


Think of Separate Ways (a PS2 exclusive) as a complementary minicampaign. It won't take 20 hours to finish (an 
average player should finish it in six to eight hours), but it is significantly longer than Assignment Ada and is more 
smoothly integrated into the overall story. 

Kawata describes the creation of Separate Ways: "In creating the new levels for the PS2 vei 
was to conce 


sion, our first decision 


trate оп Ada because she is such an appealing character. Also, there were actually a lot of things hap: 
ind the scene 


pening be 
them in this title. In Sepa 


that were not portrayed in the original story, and we thought it would be interesting to see 
e Ways, 
view, and gain new insight into the story." 


players will get to see various aspects of the game, this time from Ada's point of 
For example, early on in the main game, Leon is fighting the ganados in a small town when a church bell rings 
and all the ganados leave the area. The first segment in Separate Ways has Ada maneuvering around town at the 
same time. As you zip her around the town square, you occasionally see Leon sprinting around, shooting everything 
that moves. After s 
ers have an explanation as to who rung the bell. Other examples include Ada needing to place a ge 


ome tricky maneuvering, Ada gets herself to the church and, voilà, 


ngs the bell. So now gam E e 
lestal 
to get past a door—the same gem that Leon finds when he finishes an optional puzzle on that same pedestal later 


When Luis runs off on his own 


›п а pe 


Leon's game, you find out it's because he is trying to get in touch with Ada 
Unlike Assignment Ada, Separate Ways takes place in locations throughout the entire game, and it even has an 

exclusive area. At one point, Leon and Ashley run down a tunnel, and Ada happens to go down a parallel tunnel to a 
dock for battleships, and she ends up destroying the battleship by hers 211, herself with the help of several unoc 


cupied gun turrets) 


Separate Ways does a pretty good job of threading itself in and around the main Leon story line, basically making 
the PS2 version of RE4 feel like 


3 more-complete package that features multiple points of view of the overall plot 
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Tackle over 180 levels in the most exciting 3D puzzle Collect gems and grab power-ups to Race against time through 6 surreal (45 filled with 
adventure оп PSP™ (PlayStatior Portable) system. boost your puzzle-solving abilities. obstacles, traps, deadly hazards and cunning enemies. 
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THE LATEST PS3 NEWS FROM TOKYO'S ANNUAL PLAYSTATION MEETING 


In July, Sony Computer Entertainment 
President Ken Kutaragi and various third- 
party PlayStation 3 developers took to the 
stage in Tokyo for the PlayStation Meeting 
to discuss some of the basic features of the 
PS3, including its support for HD resolu- 
tions and backward compatibility with PS1 
and PS2 games, and to reveal more infor- 
mation on previously announced games, 
as well as completely new projects. 
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BLINDED BY THE LIGHT—OR BY A ZOMBIE 


The Resident Evil 5 trailer was probably the 
biggest surprise at the show 
character (who looks similar to Chris Red 
field from the original Resident Evil and Resi 
dent Evil Code: Veronica) wandering through 
what appears to be a bombed-out town in 
the middle of the desert. After showing a 
little more of the game's 
trailer quickly reveals that the unde 
yet again, as a group of zombies are shown 


t features a 


cter, the 


ad return 


shuffling off the street. Within seconds, these 


same zombies burst into a sprint as they 
dash toward the character, v 
around with his gun drawn to take care of 
some business 


ho then turns 


Come on, it's Resident Evil! 
might argue that the series took a bit of a 
dive after becoming GameCube exclusive. 
Resident Evil 4 single-handedly restored 

the franchise to prominence Е 
nificant changes made by producers Shinji 
Mikami and Hiroyuki Kobayashi (be sure to 


While some 


cause of sig 


check out our exclusive coverage of the PS2 


version on page 36). Plus, it'll be great 


what the team comes up with and whether 


they plan to make any other changes based 
on feedback they received for Resident Evil 4. 


You may remember Chris Redfield as one 
of the original members of the STARS 
Alpha team (along with Jill Valentine, Albert 
Wesker, and Barry Burton). That team was 
originally sent into Raccoon City to rescue 
the Bravo team that had met its demise at 
the hands of feisty zombies. If you played 
as Chris Redfield in the original Resident 
Evil, you noticed that he can't carry as many 
items as the other playab 
Valentine, but that he makes up for it with 
his incre 


e character, Jill 


ergy and can-do spirit. There 


endings on Chris’ path 


are se 
and while none of them has been specifi 
cally cited as the “correct” ending (there is 
some mention of which ending is correct 
in Wesker's Report, which can be found in 
Code: Veronica} do know that Chris and 
Jill both survive the initial adventure 


Chris doesn't appear again until Resident 
Evil Code: Veronica for the Dreamcast, the 
first game in the series to feature fully 3D 
environments and a somewhat dynamic 
camera. His reasons for returning are simple 
He learns that the Umbrella Corporation has 
taken his sister, Claire (from Resident Evil 2), 
captive, and he plans to break her out. The 
ending reveals the origins of the T-Virus and 
leaves room for a sequel—one that could put 
Chris back into the Resident Evil limelight 


While the Resident Evil 5 trailer may seem 
unbelievably spectacular, there's nothing that 
suggests it couldn't be done in real time on 
the PlayStation 3 hardware. In fact, it looks 
like it's running in real time on Xbox 360 
hardware, which will also see a version of 
Resident Evil 5. 


Obviously, there isn't a whole lot you can 
take from the trailer in terms of gameplay. It 
looks like Capcom plans to retain the excel 


7 WHAT'S IN THE 
А. PACKAGE? 
2 At the PlayStation 


>, Meeting, Sony took the 
opportunity to announce 
that a number of librar- 
ies will be made avail- 
able to developers to aid 
їп the production of new 
games. Epic already 
announced that it's pro- 
viding an Unreal Engine 
3 software develop. 
ment kit (or SDK) that 
includes visual tools 
as well as tools for 
creating online options. 
Two physics SDKs, the 
PhysX toolset and the 
Havok engine toolset, 
will also be available 
for developers, which 
Should make it easier to 
not only get projects off 
the ground, but also to 
port PC games. 


lent over-the-shoulder camera featured in 
Resident Evil 4. It also looks like the zombies 
will be getting a speed boost, but the most 
important gameplay element seems to have 
nothing to do with zombies or the main char: 
acter. Rather, the most important element is 
the game's lighting. Previous Resident Evil 
games have always been plenty dark, relying 
on shadows and dark corridors for scares, 
but imagine what it might be like in Resident 
Evil 5to be utterly blinded by the sunlight or 
to see changes as you move from the shad- 
ows into the light. There аге a whole bunch 
of possibilities, but like the rest of you, we're 
going to have to wait to find out what they 
really аге 


We may be totally wrong on this, but judg- 
ing from the architecture and the emphasis 
on sunlight, it looks like the latest Resident 
Evil will take place in the Middle East. Could 
it be that Capcom wants to tie the game into 
recent events that have transpired in the 
region? It's so crazy that it might just work. 
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REBIRTH OF THE CONSOLE MMORPG? 


Despite its generic name, Webzen's project has the distinction of 
being not only one of the first RPGs revealed for the PlayStation 3, 
but also the first in what is sure to be a long line of MMORPGs. The 
trailer doesn't contain anything representative of gameplay, but it 
still shows quite an impressive display of visual effects. The shadows 
cast by the trees and other objects in the environment look quite 
good, and the character model is pretty impressive. We'd like to see 
if Webzen can maintain that level of detail in a true MMORPG setting 


IF ENDLESS SAGA 
IS A MMORPG, 
WHERE'S SONY’ 
ONLINE STUFF? 
That's a good question. 
Sony's still being pretty 
tight-lipped on its whole 
online strategy, and for 
good reason—it got 
trounced by Microsoft's 
Xbox Live service. 
Because of this, Sony's 
been forced 10 геехат- 
ine its online strategy. 
Interestingly enough, 

it seems like Sony still 
plans to go with an 
open network system, in 
which developers use 
their own servers or ser- 
vices, but it might һауе 
a little more involvement 
as to what services are 
being used. 
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THE BATMAN-LESS KIND 


Given Factor 5's amazing programming 
feats on the GameCube, just about 
everyone is looking forward to what the 
team can conjure up using the PlaySta 
tion 3 hardware. Factor 5 had a chance 
to show a brief trailer of its project, Lair, 
which shows an amazingly detailed 
dragon just before it takes flight. Once 
it's in the air, the camera pans over to 
the back of the dragon to reveal that it's 
actually flying alongside dozens of other 
dragons. While the graphics are pretty 
amazing on a purely technical level, the 
animation still needs some work. How- 
ever, we can't say that makes us any less 
excited about the prospect of Factor 5 
working on a PS3 game. 


WHO ARE YOU? 

Factor 5 is probably best known for its Star Wars 
work, particularly the Star Wars Rogue Squadron 
games for the Nintendo 64 and GameCube, but the 
company has actually been around much longer 
than that. In fact, it's developed games for the 
Super Nintendo, Genesis, Game Boy, and Amiga. 
Maybe you've heard of Turrican? You haven't? 
Well, too bad! Let's just hope that Lair doesn't 
become simply a Rogue Squadron with dragons. 


OTHER PS3 
GAMES AT 
PLAYSTATION 
MEETING 2005 


alread 


inspired hack-n-slas 
adventure game. The 
trailer revealed at the 
show was all CG. 

Bandai act showed 
a Gundam PS3 
running in real time. It 
didn't look all that dif 


ferent from what was 
shown at ЕЗ, but it's still 


impressive stuff 


Ko 
featured Guan Yu from 
Dynasty Warriors bat 
tling se 


s tech demo 


eral enemies 


and highlighted how 

much detail the PS3 is 
capable of displaying 
Koei maintair 
has no plans to make a 


Dynasty W 
for the PlayStation 3 at 


the moment 


Big robots with big 
guns. Yes, you guessed 
it A mech-combat game 
pment at 


The armies of the ni 
ІШІ 
number 60,000 strong, 


and tonight... 


E IYGAMES 
ЕН А. STRATEGY GUIDE 


е proudly presents for the 

PlayStation 2 based on the 1979 Paramount Pictures 
cult classic movie. Developed by Rockstar Toronto, 
ті ехрапаѕ ће stylized cinematic journeY 

ctive experience set in 


of the film into a gritty intera 
1970s New York. 


they're all after The Warriors. 
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"We want to give you the feeling of what it's like to be shot at," 
Criterion's Alex Ward tells me with а cheeky grin before I’m ushered 
into a darkened room at Electronic Arts' Redwood City campus. 
The demo I'm about to play is apparently from "somewhere in the 
middle" of the game, but that's all I'm told. Criterion isn't ready to 
get too specific yet, as the group's primary focus is on getting Burn 
out Revenge out the door. "We can't tell you the story yet," I'm told, 
"and don't ask about too many specifics—we're just not sure yet. 
The purpose of this hands-on demo is purely visceral. 

| start in a tiny room, windows to my right and a door directly in 
front of me. Two seconds later, before I've got a handle on what's 
going on or figured out if the control scheme is set up the way | like 
it, stuff starts exploding. Windows shatter into thousands of pieces, 
bullets tear into the walls, and there are sparks everywhere. A box 
on the floor flies across the room, stuff starts to break, and there's 
the relentless sound of gunfire. There's no music, no pleasantries, 
just the loud crackle of automatic weaponry. "Crouch!" someone 
yells. Not in the game, but in real life. The guy from Criterion is look- 
ing at me like I’m nuts. "How the hell do | do that?" | shout back, 
suddenly afflicted with that desperate inability to play videogames 
that often occurs when thrust into an unfamiliar experience. | edge 
forward and fiddle with buttons. By some fluke, | drop down just as 


a series of bullet holes spatters across the door in front of me. The 
wood splinters convincingly, and it's blatantly obvious that there's a 
bad guy on the other side of the door with a very big gun. What the 
hell...l click off a few rounds from my pistol directly at the door, run 
forward, wait for a pause in his fire, and then burst through. The guy 
drops and now l'm out 


WINDOWS SHATTER INTO 
THOUSANDS OF PIECES. , 


Looking across the street, | can see a guy ducking down behind 

a smoking wreck of a car, but the shots that are pinging off the wall 
near my right shoulder are apparently coming from somewhere else. 
| grab the dead guy's AK-47, duck back into the room, and pause 

to catch my breath. Sheepishly sticking my nose out, | squeeze off 

a few rounds in the general direction of the car, and somehow | 
score another kill. My other assailant is above me to the left, but | 
can't really see him. | can see the tracer from his shots, though, so | 
point the machine gun in his general direction and unload an entire 
clip. Nothing. “Try the pistol, it's more accurate," says Criterion's 


in the open 
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chuckling representative. | switch weapons, poke my head out, and 
the ensuing spray of bullets forces me back into hiding again. Deep 
breath, peep out, hit the zoom button on the trigger, and squeeze a 
single shot at the guy's head. Down he goes. Ha! Take that 

Argh! More gunfire is coming from the right, but 1 can't see any 
thing through all the smoke. | see an alley across the street, and 
ther 
for a quick breather. Reaching there fairly unscathed, | can see that my 
health bar is divided into three separate chunks. I've taken damage, 
but now I'm out of harm's way and my health is regenerating Halo 


's a conveniently placed dumpster that | can duck down behind 


style. | stand up and peep around the corner. Wait. Where are those 
shots coming from? Bullets are hitting the masonry near my head, 
and there's dust everywhere. Those shots came from behind me! 
Ignoring the guys in the street, | duck back down behind the 
dumpster, switch to the AK, make sure | have a fresh clip, wait for а 
break in the firing, and stand up to blast randomly down the narrow 
alley. In the split second that I'm standing, | can see two bad guys. | 
pop up again, and by some fluke | whack the first guy straight in the 
face, hide again, and notice that I've been holding my breath. This 
isn’t one of those shooters in which you can just wade in and start 


blasting at stuff. You move slowly, purposefully, and you have to get 
a feel for where the bad guys are with just the quickest of glances. 


“We set out with the goal of making something that's not just a throwaway shooter,” 
Jeremy Chubb, Blacks producer told us. "We don't want this to be a really simple game, 
we want it to be something that you want to return to again and again. We want people 
shooting the environment, and we really don't want them just charging around like nut- 
ters with guns. We want them to have to think about what they're doing. 

"We've had enough of covert gameplay. We've seen a lot of games in this genre, 
and when you say a game is about black operations [people] immediately make 
assumptions about stealth, and squads, and tactics. We just want to put you in the 
world and give you a gun. The only covert thing in this game is that you kill every- 
one, so there's never anyone left to know that you were there in the first place." 


For the a moment it's remarkably quiet, but as | move to the end | 
of the alle 
explosions, junk flying everywhere, and suddenly I'm aware of 
voices shouting instructions in the distance. Apparently, | have bud- 
dies helping me out. I'm no lone soldier, I'm part of a squad, and as 
far as | can tell, they're kicking considerably more ass than | am. | try 
to poke my head out of the alley to see what's going on, but it's very 
quickly shot at, and I lose one of my three blocks of health. My sec- 
ond block is nearly empty too, so | run for cover and try to work out 
who was shooting at me 

And so it continues. When we first saw Black in action back at E3, 
the only concerns raised were whether Criterion could maintain the 
tension and the ferocity of the experience through the typical dura- 
tion that it takes to play through a game of this nature. Sure, the | 
spectacle of all that...stuff...happening is jaw dropping, but there | 
was always the worry that it would just be emotionally exhausting. | 
Although this look at the game was only the briefest of experiences, 
it's clear that Black's pacing is dictated by the way it forces you to | 
carefully pick your way through each encounter as you methodically | | 
work forward. | 


‚ the action resumes with shocking intensity. Gunfire, 
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Hows that for your 
first week on the job? 


You only got into the Radiata Knights because your dad 
was famous. You just might prove yourself worthy... 
if your smart mouth doesn’t get you killed first. 


Dive headfirst into a highly detailed, interactive 

world that could only be realized by the creators of = 

the Star Ocean™ series. Explore your surroundings by m 

kicking everything in sight, from furniture to sheep to 2 

people. Pick fights with monsters and townsfolk alike, 
but choose your battles wisely. 


RADIATA 
STORIES. 


With the innovative Link System, Explore a fully interactive and 
coordinate your party members and animated environment 
unleash devastating team attacks in 

fast-paced, real-time combat 


- along your journey 


SQUARE ENIX. 


www.square-enix.com 
Published by Square Enix, Inc. 
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... explore a living. à T 
breathing «он. 
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ROLL BOARDING SCHOOL 


What the hell? Someone in the inter- 
face department at EA has been hitting the 
illicit substances, and we get to reap the 
benefits. Setting up the game is like taking 
a methamphetamine-fueled trip through 
Napoleon Dynamite's darkest rock 'n' roll 
fantasies. The art is all stark black on white, 
like marker on a high-school notebook, but 
it's all much cooler than any of us were in 
high school. 


If you've been following On Tour at 
all, you know about this big addition: skis. 
We've got to try them out. After choosing 
our ride, we're taken to the character-select 
screen. Each character has a bizarre icon. We 
pick the unicorn because we like unicorns. 


OK, this is way cool: While the race is 
loading, we're treated to more animated line- 
drawing oddities, but in the middle of the 
screen is a silhouette of a skier. Once loading 
is complete, we hit X, and the silhouette is 
filled in with our character as the interface 
fades to the game itself. It's a neat effect. 


An EA game using the right analog 
stick for advanced maneuvers? Shocking! 
It works as well in SSX as in any of the EA 


ЕЯ 


Sports games: Once you charge up your 
boost bar, you move around the right stick 
while in the air to pull o 
lous tricks. 


some truly ridicu 


After winning the initial race, we're 
taken to a map of the mountain and told to 
choose the next event. Among the events: 
Size Matters, in which you need to get a 
certain distance ahead of your opponent; 
Collection Agency, where you roam across 
the mountain hunting down "Skulvis" (like 
Elvis, but less skin); Rail the Distance, in 
which you need to ride the rails for a set 
distance; Trick-Off, where you must build 
your trick score until it's a specified amount 
more than your opponent's (who's also 
building up his trick score, of course); and 
Airtime Anonymous, where you have to 
build up 30 seconds of air time in two min 
utes. We start off with Trick-Off 


Hmm. By busting out a few of our 
tricks honed from years of playing previ- 
ous SSX games, we destroy our competi- 
tor in about 15 seconds, demolishing his 
Score over the course of about two (maybe 
three) jumps. Let's see what the other 
events are like 


Size Matters is similar to Trick-Off 
in that all we need to do is get a certain 
distance ahead of our opponent. He takes a 
tumble early in the event, and we coast to 
an easy victory. Too easy. The skis do feel 
somewhat different than a snowboard, but 
the trick system is the same and it's an easy 
adjustment 


Ah, this is more like it. After winning 
all those events, new options open up on 
the map, including Double Slopestyle, a 
two-round competition that brings all those 
sweet, sweet SSX memories flooding back 
The goal is simple: tricks, tricks, and more 
tricks. Rack up that score; you've got a 
whole mountain to do it on 


Being only a demo version, this disc 
doesn't have much more to offer us. We 
can't check out the gear shop, the clothing 
shop, or the barbershop—all are locked 
in this demo. But we're impressed by the 
game's shockingly different style and the 
new takes on the old standby events... 
though we hope to see a bit more challenge 
in the final game. 

EA Canada 


EA Sports Big October 


From the little time 
we've spent with the 
PSP version of On 
Tour, we can tell you 
that it looks awesome 
but that the handling 
and framerate need 
some pretty hefty 
improvement. Will 
that happen? Stay 
tuned for our updated 
hands-on impressions 
next month. 
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DRIVE. BLAST. RULE. 
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OUT OF THE ARENA AND 
INTO THE ÁDVENTURE! 


RAIDEN HAS SUMMONED HIS TWO MOST POWERFUL SHAOLIN MONKS; LIU KANG AND KUNG LAO 
TO TAKE THE FIGHT OUT OF THE ARENA AND INTO OUTWORLD. IN THIS EPIC JOURNEY FILLED 
WITH MYSTERY AND DANGER, THEY WILL UNLOCK CRYPTIC SECRETS, EXPLORE PERILOUS REALMS 
AND FIGHT THE DEADLIEST OF ADVERSARIES FOR CONTROL OF THE MORTAL KOMBAT UNIVERSE. 
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USE КО-ОР GAMEPLAY TO FIGHT AS LIU KANG WAGE INTENSE Boss BATTLES WITH GORO, BARAKA, ATTACK IN ANY DIRECTION AT ANY TIME WITH 
OR KUNG LAO - INDIVIDUALLY OR AS A TEAM SCORPION, REPTILE AND OTHER LEGENDARY RIVALS. NEW MK MULTI-DIRECTIONAL KOMBAT SYSTEM. 
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XECUTE CLASSIC MK П ATTACKS, PLUS MORE FATALITIES, 
NEW MULTALITIES AND VICIOUS BRUTALITIES 


© HYPE 


MAKE MINE MARVEL 


MARVEL'S NEXT STEPS IN WORLD DOMINATION 


4 


Long ago, just as comic book movies were limited to abomina 

tions like Swamp Thing and the Italian-made Captain America 

movie, comic book games were stuck with the likes of Superman 

64. So it's nice to see movies and games based on comics finally 

take a turn for the better. Here's a look at how Marvel is keeping 

up that momentum by getting its characters off of the page. ЕС 1 
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MARVEL NEMESIS: 


RISE OF THE IMPERFECTS 
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EA's attempt to 
make a brawling 
game featuring the 
Marvel dudes ver- 
sus a cast of ne'er- 
do-wells is inter- 
esting because it's 
an example of EA 
trying to do some- 
thing new with the 
Marvel universe 
instead of making 
another sequel 

or movie-based 
game. On top of 
the new gameplay, 
EA is trying to 

use the Marvel 
character library to 
bolster the overall 
game. So while 
we could write 
here about how 
EA tapped Marvel 
to generate a new 
set of villains for 
the established 
heroes to fight 

or about how the 
game plays kind of 
like Power Stone 
with spandex, we'll 
focus on what peo- 
ple really want to 
know: Who's going 
to fight? Here's a 
rundown of the 
whole roster, both 
Marvel and Imper- 
fect characters. 


POCKET-SIZED 
MARVELS 

The PSP version of the 
game will include two. 
exclusive Marvel char- 
acters: Captain America 
and Doctor Doom (who 
is the greatest villain in 
the history of comics 
and was the visual basis 


for Darth Vader). 


7% 


HUMAN TORCH _ 


We're assuming that 
Johnny Storm can zip 
around in the air and 
shoot fire. But since 

he's young and not very 
mighty, he probably | 
can only take a couple 
punches before going 
down. He most likely 
feels like Spidey, but 
with proper flight 


STORM 


Like the Human Torch, 
she's a flier who can 
use ranged attacks 

(her lightning). Also, 
even though Storm is 
very regal and uses 
pretty slick powers, she 
grew up on the dirty 
streets as a thief, so 
she's probably a decent 
brawler to boot. 


SPIDER-MAN 


As expected, he's a spry 
dude; while he might 

| not have the punching 
power of these other 
folks, he can easily 
jump around and smack 
his opponent rapidly. 
He can also websling 
around the arena and 

| shoot web gunk at his 
opponent. 


THING 


He's the only pure 
strongman who's been 
revealed in the Marvel 
lineup. We're assuming 
that he'll be the easiest 
to play as, since he'll just 
run around and punch 

a lot or something. The 
best strategy when fight+ 
ing him is probably to 
just avoid him. 
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MAGNETO 


The most powerful 
mutant in the world (he's 
considered the master 

of the physical while | 
Xavier is the master of 
the mental), so it will be 
interesting to see how 
he plays out. He probably 
possesses flight, and 
most likely can manipu- 
late objects remotely. 


Think of him as a 
heftier Spidey. He's 
got a similar move set 
(webslinging, web- 
shooting), but, well, he's 
bigger. And has more 
drool. And talks in the 
plural third person. And 
is apparently not in the 
upcoming Spider-Man 
3movie. Curses! 


He looks like Wolverine 
if he accidentally fell 
into a vat of green goo. 
Apparently, he was 
some science dude 
who was studying 
various vaccinations, 
injected himself with 
all of the experimental 
medicine, and is now 
some supertoxic guy. 


JOHNNY OHM 


Call him “electric 
prison dude.” This 
Imperfect was an ex- 
con before he received 
the power to control 
electricity. He probably 
has a power set similar 
to Storm's, and he's 
also able to fly by riding 
waves of electricity 
around the arena 


/ Е З 
PARAGON 


Paragon was deemed 
the perfect human 
warrior and was then 
kidnapped by the aliens 
and enhanced. Her 
body is considered 
peak human (kinda like 
Captain America), and 
she's got all kinds of 
neural programming in 
her head. 


EA Games 


September 


DAREDEVIL 


| This is one of the odder 

choices. Daredevil 
might be blind, but he's 

| one heck of a brawler. 

| We know that he can 

| use his billy club as a 
weapon and as a way 

| to swing around the 
stage like Spider-Man. 
So he probably has a 

| similar feel to Spidey. 


ELEKTRA 


She's an awesome ninja 
assassin. She probably 
has no real powers, but 
she does have plenty 
of throws and moves, 
and she likely throws 
her sai as a projectile 
weapon or somesuch 
And in case you forgot, 
let us repeat She's a 
female ninja 


ное | 

| You can always bet on 
Wolverine to make a 

| game appearance, since 

| he also. manages to 

find his way into almost 
every Marvel comic 

| every month. He has no 
ranged attacks but has 
pretty vicious melee 

| damage, thanks to his 


adamantium claws. 


x 
22 


SOLARA 


She seems to be the 
| female Human Torch 
for the Imperfects. Her 
backstory explains how 
| she was a daughter of 
a yakuza and became 
a scientist who can 
survive crazy fire acci- 
| dents, and so the aliens 
| decided to make her an | 
energy flier/shooter. 
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BRIGADE 


This is what happens 
when you try to com- 
bine several soldiers 
into some sort of cyber- 
netic supersoldier. Bri- 
gade has superstrength 
and can fire energy 
bolts from his arms, 

so he’s kind of like the 
Thing with guns or Iron 
Man without the flying. 


| VANS ROEKEL 


He's the main (alien) 
man behind the Imper- 
fects. (They're called 
that because each was 
an imperfect result, 
until he made Paragon.) 
Afterward, he went 

for the Iron Man style 
of fighting and made 
himself an alien suit that 
gave him powers. 


FAULTZONE 


IRON MAN 


Tony Stark is one of 
the more powerful 
people in the lineup. 
He's got flight, tough 
armor, superstrength, 
and repulsor rays. His 
array of technology 
probably makes him 
the one real challenge 
to Magneto, game- 
playwise. 


She was a Russian 
ballerina until she got 
smashed up by a car 
and became а quad- 
riplegic. So, of course, 
she's bitter about the 
loss of her legs, until 
the aliens gave her 
new cybernetic legs 
with earthquake-creat- 
ing gizmos built in. 


THE WINK 


She's a disfigured 
escape artist with the 
most unique power in 
the game: teleportation. 
There's no teleporter on 
the Marvel side (Night- 
crawler is probably busy 
at church), so any Mar- 
vel character will have 
a tough time getting a 
bead on her. 
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X-MEN LEGENDS 1: 
RISE OF APOCALYPSE 


y 


X-Men Legends is a solid game that was 
enhanced by excellent use of the exten- 
sive X-Men lore, and so it's not much of 

a surprise that X-Men Legends II builds 
upon that formula. Basically, imagine the 
previous game, but bigger. There are more 
controllable mutants (X-Men and Brother- 
hood members alike), more combos and 
powers, more enemies, more levels—just 
more, more, more. 

X-Men Legends ll is also streamlined a 
bit from its predecessor; it's easier to select 
and use your powers without going into 
а menu screen, and nonmicromanagers 
can use the autolevel feature to smartly 


Pub. Dev. 
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improve their mutant party. Boss battles 
have also been revamped; for example, 
there's a three-tiered bout against Arch- 
angel. You can't just unload all of your 
powers on him; you need to use teamwork 
to fight him hand to hand, then get him 
when he's using a teleporter, and then take 
him down once the teleporter is destroyed. 
Additionally, there will be a PSP version of 
the game with some exclusive characters 
for portable playing 


If Marvel Nemesis is an attempt at creat- 


ing a new game using classic characters, 
X-Men Legends II refines a proven formula 
and adds even more classic characters. 


ULTIMATE 
SPIDER-MAN 


y 


Also in the Marvel lineup is Ultimate Spi- 
der-Man, which is an example of both a 
developer trying to improve on its past 
success (à la X-Men Legends II) and а 
comic publisher becoming greatly involved 
in the process (even more so than Marvel 
creating characters for Marvel Nemesis). 
While Treyarch is working on making the 
basic free-roaming webslinging gameplay 
better, Marvel had the creative team of the 
Ultimate Spider-Man series (writer Brian 
Michael Bendis and artist Mark Bagley) 
actively participate in development—Ben- 
dis is writing all the dialogue, while Bagley 
is providing all the non-game-generated 
art. For the fans, that means this game 
takes place totally within the story conti- 
nuity (though it's stand-alone enough for 
people who haven't picked up the book), 
and it even introduces new characters to 
the Ultimate universe (for example, Ulti- 
mate Silver Sable shows up in the game 
first, and a month or so later, she'll be in 
the comic series). Yes, this is an example 
of that ugly word “synergy,” as both the 
game and the comic series perfectly 
complement each other and maintain a 
feel that should be consistent with what 
fans of the franchise expect. 
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BEYOND 
THE 
PRESENT 
RUMORS AND 
CHATTER ABOUT 


WHAT'S DOWN 
THE ROAD 


There's been a persistent 
rumor about an upcom- 
ing Iron Man game, with 
Internet chatter claiming 
that Z-Axis, the folks 
behind the Dave Mirra 
and BMX XXX titles, will 
be handling Shellhead 
game. We haven't been 
able to confirm anything, 
but we'd like to think 
that /ron Man will be 

a PS3 game—if any 
Marvel character is a 
poster child for next- 
generation tech, it's Tony 
Stark. Heck, David Jaffe 
admitted at a San Diego 
Comic-Con panel that 
he's wanted to make 

an Iron Man game for 
years. Let him go for it! 

Also unconfirmed, but 
with a total "yeah, duh" 
answer, is a game based 
on next year's X3 movie. 
Given the success of X- 
Men Legends, perhaps 
the X3game will also бе 
an RPG. 

Don't think that the 
fellows at the Distin- 
guished Competition 
are sitting around 
counting their AOL 
money. In fact, War- 
ner Bros. Interactive 
Entertainment just 
announced that it's 
doing a Justice League 
of America game (star- 
ring Superman, Bat- 
man, Wonder Woman, 
Green Lantern, Flash, 
Martian Manhunter, 
and Zatanna) sched- 
uled for fall 2006. War- 
ner hasn't even named 
the developer, but that 
ubiquitous Internet 
chatter has mentioned 
Snowblind (Champions 
of Norrath) as the pos- 
sible team. 

There is also a 
rumor that EA Tiburon 
(the Madden folks) is 
working on a game for 
Superman Returns— 
based on the buzz a 
snippet of Superman 
Returns movie footage 
garnered during this 
year's San Diego Comic- 
Con, this game will 
automatically be big. 
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DEATH AS FAR AS 


"IT WILL ВЕ ОПЕ OF THE FALL'S 
MUST-PLAY GAMES” psm 


"THE TITLE OOZES WITH ENOUGH STYLE 
TO KEEP EVEN THE most COMBS HEARTED 
САШЕВ$ ENTERTAINED” GAL ETITFO RIILE R COM E. 
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ou afe the Total Warrior. An orphan, raised by the Spartans to D 'chósen by the gods ww 
ou must prove your worth in the most epic battles ever seen on console. * 
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ight alongside thousands of fearless warriors, amid blood-soaked battlefields that stretch for 
niles. Nothing can stop you, not the might of Rome, the wrath of mythical monsters or the evil of 
lack magicians. Master skills, god-given powers and legendary weapons to follow your destiny 
rom Warrior, to Hero — to Legend. 


VWW.sega.com 
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selection of options, twi atures. 


The most s fican 2 is the addition of an Internet 


Л rprising 
The other major change addition 


which ow. But perhaps the r 


If you have access to a wireless hot spot, upgrading is as simple 
as choosing "network update" from your PSP's Settings menu 
and following the directions. If not, you'll either need a PC and 

a USB-to-Mini USB cable, or you'll need to buy a new game 


with the update preloaded. Visit www.us.playstation.com/psp. 
aspx?id-softwareupdate for details specific to your situation. 
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ng ecurity loopholes. The burgeoning com 
ty of PSP homebrew artists—techies who design or divine 
the system run unsanctioned software—are looking at 
of security as a s ace, as it renders all their 


THIS NEW BROWSER IS 
SLICK АМО РАСТ. 


INSIDE THE BROWSER 


The PSP's new Internet browser is almost startling in its robustness. Not only does 
it support browser standards like bookmarks, cookies, and history, but it actually 
features tabbed browsing—something Internet Explorer hasn't even gotten around 
to yet. Granted, it only allows three tabs to be open at once, but it's the thought 
that counts. 

Other notable browser features include the ability to adjust text size and lan- 
guage encoding; delete cookies, history, cache, and passwords; and manage the 
way pages are displayed onscreen. This last feature is most interesting: You can 
view pages in their native size, scale them to fit the width of the PSP screen, or 
use a feature called "smart-fit," which displays all the page elements іп full resolu- 
tion but reorders them so that as little stretches beyond the screen as possible. 

And if you're wondering how you could possibly enter a complex URL with no 
keyboard, fear not—another new feature is an additional input mode for the virtual 
keypad, which presents commonly used Internet strings (like "http;//" and ".com") 
as single letters. 
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You're | 


Now you 
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"Bo to" соттап! ly) 

A-B i mmand added 

43 screen mode added (Memory Stick only) 
Audio optio ji ry Stick only) 

AVC format now supported (Memory Stick only) 


МР4 (ака AAC) and WAV format now supported (Memory Stick only) 


Wireless im ature added 
Wallpaper featui 
TIFF, PNG, GIF, a 


to system settings 
ded to system settings 
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WELCOME TO THE 
NEIGHBORHOOD. 


Issue commands to your partner to. deal 
for maximum damage. You better с 


Special 
appearances 
by Tekken®'s 
Paul and Law 


100 missions, 60 playable 
characters, 30 weapons 
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THE CITY HAS ITS DEMONS... BUT $0 DO YOU. 


2 Monstrous act; н 
: 2 ish enemies- ams action pays 
ing hordes of nightmar with your survival,” 
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You're out of prison but still not free. 
Now the battle rages on two fronts: in the city - and in your mind. 


Blood and Gore 
Intense Violence = 
Sexual Themes M > 
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Use of Drugs 


published Advance Wars, a turn-based strategy 
game for Game Boy Advance, to great acclaim. People found that its 
gameplay style was perfect for the portable platform, and Advance 
Wars went on to have the fourth-highest composite score for a GBA 
game on GameRankings.com. It also spawned a popular sequel on 
GBA, and the series will debut on both the GameCube and the DS 
this fall. 

In light of this success, it's not terribly surprising that Sony Online 
has decided to try its own hand at the genre, bringing turn-based 
strategy to the PSP in its new game Field Commander. 

As part of the Global Defense League (the good guys), you'll be 
facing off against the Shadow Hold, an appropriately shady group of 
dudes whose hobbies include dealing illegal arms, starting wars, and 
committing assorted acts of terrorism. Details on the units have yet 
to be announced, but we can tell you that there will be 15 unit types, 
including rocket launchers, jeeps, and tanks. You'll also have 11 com- 
manding officers at your disposal. As you can see from the screens, 
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all of this military goodness will be executed in glorious 3D for your 
viewing pleasure. 

In single-player mode, the story campaign is composed of 30 
different missions, or you can take on real-life opponents through 
head-to-head matches via Wi-Fi or the Internet. The team also plans 
to include a mission designer; once you've perfected your master- 


IA 


pieces, you'll be able to upload them to a central site and also down- 
load other people's creations, increasing replay value. 
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The cute and lovable Prince is 
rolling once again to appease 
all the new fans of his father, 
the King of All Cosmos. In 

We ¥ Katamari, players can 
select the Prince or one of his 
many cousins to complete the 
tasks given to them by the 
fans. We % Katamari allows 
players to roll with a friend in 
the all-new two-player 
cooperative mode. 


CALL 1.800.800.5166 FOR THE STORE NEAREST YOU 
OR VISIT US AT WWW.EBGAMES.COM 


We take games seriously " 
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“DOING FOR GRAFFITI WHAT 
TONY HAWK DID FOR SKATEBOARDING." 


-Official U.S. PlayStation Magazine Preview, 


June 2005 
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It's been only a year since LucasArts and developer Pandemic 
surprised us with the excellent team-based shooter Star Wars 
Battlefront; you'd think that wouldn't be enough time for them to 
pull off a real sequel. But Pandemic is not generally known for 
halfhearted efforts, and Star Wars Battlefront li—set to release 
November 1, the same date as the release of Star Wars Episode Ш 
on DVD—promises to be more than an update, with loads of new 
characters, weapons, and vehicles drawn from all-six films. 
Battlefront fans may find the addition of a playable hero 
class—in both single- and multiplayer—especially nifty. By achiev- 
ing certain objectives—such as securing the corridor of the Tantive 
HERO WORSHIP IV—you'll unlock a hero (in the case of our example, ol’ Darthy boy 
himself), basically a stronger version of the rank-and-file grunts, 
with special powers and weapons depending on who it is. Heroes 
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SIZING UP THE HEROES IN BATTLEFRONT II 
WHO THEY ARE AND WHY YOU'LL WANT TO PLAY AS THEM 


Our Hero Affiliation Primary Attack A Primary Attack B Secondary Attack A Secondary Attack B 
Luke Skywalker Alliance Lightsaber Saber Block Saber Throw Force Push 

Leia Organa Alliance Sporting blaster Thermal detonator invulnerability None 

Han Solo Alliance DL44 blaster Fusion cutter Detpack Rally (Defense buff) 
Chewbacca Alliance Bowcaster Guided rocket Time bomb Rage 

Darth Vader Empire Lightsaber Saber Block Saber Throw Force Choke 
Emperor Palpatine Empire Sidious' lightsaber Saber Block Force Lightning Force Choke 

Boba Fett Empire E-3 blaster rifle Flamethrower Wrist rocket Detpack 

Yoda Republic Yoda's lightsaber Saber Block Force Push Force Pull 

Obi-Wan Kenobi Republic Obi-Wan's lightsaber Saber Block Saber Throw Force Push 

Mace Windu Republic Lightsaber Saber Block Saber Throw Force Push 
Ki-Adi-Mundi Republic Lightsaber Saber Block Saber Throw Force Pull 

Aayla Secura Republic Aayla's lightsabers Saber Block Saber Throw Force Pull 

Anakin Skywalker Republic Anakin's lightsaber Saber Block Saber Throw Force Push 

General Grievous Separatists Grievous' sabers Saber Block Rage (Damage increase) None 

Darth Maul Separatists Double saber Saber Block Saber Throw Force Push 

Count Dooku Separatists Lightsaber Saber Block Force Lightning Force Choke 

Jango Fett Separatists Westar-34 blaster Flamethrower Wrist rocket Time bomb 
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are temporary but can cause a great deal of damage if used wisely. 
And don't think a hero weak in the ways of the Force won't be as 
effective: Han Solo, for example, is especially accurate with a blaster, 
and Boba Fett has wrist rockets and a flamethrower in his arsenal 
There will be 17 total unlockable heroes in Battlefront И. About 
half of the single-player missions include heroes, while all the multi 
player maps include one per map per faction (see the chart). In case 
you're wondering, you cannot unlock entire armies of heroes. Each 
planet is allotted one hero per faction, so you can play as, say, Leia 
on the aforementioned Tantive IV but not on Yavin IV, because that's 
where Chewbacca is assigned. (LucasArts hints at an exception to 


this rule that will come in the form of a bonus тар). << 
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THE JEDI DIFFERENCE 
OR USE THE FORCE. GRUNT! 


What's a Star Wars game without Jedi knights? Right, boring 
Luckily, Battlefront II provides several ways for you to acquire 
, your own midi-chlorianated warrior. 

In the single-player game, the process of unlocking a Jedi 
follows the basic rules of the hero system: Achieve specific 
mission objectives—et voilà —you may find yourself with 
a Mace Windu or Ki-Adi-Mundi. In the more open-ended 
galactic conquest mode, you must win battles to gain special 
bonuses, one of these being a Jedi. In instant action, you can 
just pick a Jedi and go lightsaber crazy. 


In multiplayer action, the game's host largely determines 


Watch for a playable demo of 
Battlefront Il on the November 
OPM disc! 


the use of Jedi characters, and there can be only one Ji 


the map per game at any given time. Becoming a Jedi can be 
by random selection or dependent upon the number of kills a 
player has (the most prolific killer gets to be the Jedi). The host 
can also give one Jedi to each team or limit them to a specific 
side. In the case ofthe latter, let's say the Empire gets the Jedi. 
If the Rebellion can kill that Jedi, it will then be able to spawn 
one for itself—leaving the Empire Jedi-less. 

The Jedi come equipped with the usual variety of Force 
powers: Push, Run, Choke, Jump, Pull, Lightning, and Light 
saber Throw, ав well as a few specific moves for certain Jedi 
They can also block blaster fire. Force energy can be depleted, 
but it regenerates over time. 
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Where You'll Find Them 


Jedi Temple, Mygeeto, Jabba's Palace, Death Star interior 


Tantive IV, Theed 
Utapau, Polis Massa 


Kashyyyk, Felucia, Yavin 
Tantive IV, Jedi temple, Dagobah, Theed 


Polis Massa, Theed, Death Star interior 


Kashyyyk, Utapau, Mygeeto, Felucia, Yavin, Jabba's palace 
Kashyyyk, Tantive IV, Polis Massa, Dagobah 


Utapau, Mustafar, Theed 

Jedi temple, Yavin, Death Star interior 

Mygeeto 

Felucia, Jabba's palace 

Mustafar 

Tantive IV, Utapau, Polis Massa, Dagobah, Mygeeto 
Jedi temple, Mustafar, Jabba's palace 

Geonosis 

Kashyyyk, Felucia, Yavin 
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Why You'll Want Them 


For the Jedi in general, Saber Block protects against attacks. Saber Throw can strike multiple enemies, 
and Force Push knocks opponents back. 

Blaster shots pass through multiple opponents—and our hearts. 

Blaster fires a burst of three quick shots. Han is also an especially accurate shot, which goes a long 
way toward counteracting opponents' Force powers. 

He's tougher than the standard Wookiee, and his Rage ability causes increased damage. 

Force Choke immobilizes and damages a single enemy. His presence scares the bejesus out of just 
about everyone. Just ask Admiral Ozzel. 

He does this awesome jump in which he pounds the ground and sends lightning everywhere—a 
powerful multienemy attack. 

Pistol fires rapidly and does extra damage. 

Small and agile and difficult to hit, Yoda is. His Force Pull can draw an enemy into close range for a 
follow-up saber attack. 

His greatest power: survival. 

Because we never actually saw him die! 

Come on, he looks like a conehead. 

Wields two lightsabers simultaneously. 

Single-handedly killed all those Jedi and Sand People—and he built C-3PO! 

Combo and dash attacks use his four lightsabers. His Rage ability increases enemy damage. 

The double saber—what more needs to be said? 

Dooku and the Emperor can target multiple opponents at once with powerful Force Lightning. 

Rifle fires three-shot bursts. 
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198% 81. Sauveur, D-Day +10 
I've been out of Baker’s shadow for no more than threa days now and already I'm feeling the weight 


of my fear. The fear that around every corner somebody's lying in wait. The fear that any wrong 
choice could end up killing what I'm trying to save. Well, somebody’s got to lead this fight. And 1f 


I call this right, ny men — the men who have fought next to me — will get out of this hell alive. 
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It's a final fantasy of sorts come true. At an August 
event іп steaming Tokyo, our man in Ја 
was allowed some serious hands-on time with the three big 


Final Fantasy ХІ, and Kingdom Hearts ІІ. He also had th 
opportunity to speak to FFVII tor Yoshinori Kitase, a 
like 2006 is shaping up to be a good year for FF fans. 
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THE FF SERIES TAKES A "GUN-ACTION" TURN 


Kitase is confident that 
the team's love of the 
FPS/shooting genre and 
creative enthusiasm 

for this new project will 
make their first major 
non-RPG title a success. 
"There's lots of possibility 
contained within Final 
Fantasy 


he observes. 


р ورو‎ 289 


Mems \__Wearon 
Ray 3 


"rei HOE AME REL UMOR. 
APPA PRITOMI CU UY ARIS 


Yoshinori Kitase, the mastermind behind 
the modern Final Fantasy series, is ready 
to try something new. After a string of 
successful traditional RPGs, Kitase's next 
game is in an entirely new genre: "gun 
action RPG," as he calls it. Dirge of Cer- 
berus, a part of the pan-media Compilation 
of Final Fantasy УИ, mixes elements from 
action-RPGs and third-person shooters into 
something rather new. 

Dirge's story takes place one year after 
the events of the CG film Advent Children, 
which itself takes place two years after 
Final Fantasy VII. Our gun-wielding hero, 
Vincent Valentine, is investigating Deep 
Ground, a shadowy group of mercenary 
soldiers. Aiding Vincent is the WRO, or 
World Recovery Organization, a volunteer 
group helping to restore a world shattered 
by Meteo, the meteor whose shock wave 
wreaked havoc. The WRO is headed by 
Reeve, a former ally. The forces behind 
Deep Ground are less clear, but a hulking 
man named Azul and a mysterious girl 
with yellow shark eyes are two of the more 
elite members. 

Vincent has three major types of guns at 
his disposal: fast but weak machine guns, 
standard handguns, and powerful long 
range rifles. Weapons can be upgraded 
during play by replacing their frames or 
barrels with stronger pieces. Additional 
modifications, such as scopes and silenc- 
ers, can also be attached. If foes get too 
close, Vincent can punch and kick. And, 
true to his character's roots, Vincent can 
trigger a "limit break" that temporarily 
transforms him into a white-haired mon- 
ster that hurls magical projectiles. 

During our hands-on time with the open- 
ing hour of the game, we had no problems 
moving Vincent through the fair-lined 
streets, darkened back alleys, and office 
hallways of Kalm Town. Early on, there's a 
battle against a helicopter that requires the 
player to alternate firing with the zoomed- 
in rifle and taking cover behind walls and 
crates. Later on, WRO members assist 
Vincent in clearing the area and rescuing 
cowering civilians. The player can fire at 
any time, but pressing R1 puts the camera 
in a Resident Evil 4-style "behind-the- 
shoulder” perspective, and the gun can be 
aimed using the right analog stick. Kitase 
claims this angle was chosen instead of 
a “true” first-person viewpoint to reduce 
motion sickness, especially amongst Japa- 
nese gamers who may be unfamiliar with 
first-person shooter titles. 

Announced, but not yet playable, was 
Dirge's online multiplayer mode. Players 
assume the role of a Deep Ground soldier 
and challenge other soldiers in battle, 
earning medals and rising in the ranks. 
Currently, the team plans to implement 
free-for-all deathmatch, team versus team, 
and cooperative mission battles. Mission 
battles will challenge a group of players to 
work together to defeat epic-level bosses. 
Players can earn stronger weapons and 
armor by fighting successfully, giving a 
persistent campaign feel to the mode. 
Kitase hopes that 20 to 30 players will be 
able to participate in a single battle. 


HYPE 


NOT MUCH NEW TO SAY—SO WHY ARE WE SO EXCITED? 


Before Final Fantasy Хз grand re-unveiling at Square Enix Party ` 
2005 in Tokyo this past July, speculation ran rampant: Had the 

characters and setting changed completely? Had battles switched 

to the active-time battle system? Had the game changed totally 

beyond recognition? 

Answer: No. Though some unexpected staff changeovers delayed 
development, Final Fantasy XII is mostly the same as the last time we 
saw it, at E3 in May. The good news is that everyone on the project 
remains committed to Yasumi Matsuno's original vision, and Final ! 
Fantasy XII is still unlike any previous Final Fantasy game. 

The cast is unchanged: airship-loving Vaan, warrior princess Ashe, 
Vaan's girlfriend Penelo, disgraced knight Basch, deadly bunnygirl 
Fran, and sky pirate Balfear. The world is still Ivalice, the quasi-medi- 
eval setting of Vagrant Story and Final Fantasy Tactics. The battles 
still take place in real time, directly on the field, with Al-controlled 
party members—think Final Fantasy XI. 

New to the demo were powerful summon spells. A summon 
replaces two party members with a huge guardian beast. Shown 
were Velius (fire) and Hashmalum (earth)—beasts from lvalice's pan- 
theon—in lieu of more traditional Ifrit and Titan. Final Fantasy XII has 
a Japanese release date of March 16, 2006, with an American release 
to follow later in the year. 
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BEAT THE BEAST 


Kingdom Hearts is unspeakably popular; in the United States alone it 
has even outsold Final Fantasy X. After 5 million units sold worldwide, 
director/character designer Tetsuya "Walt" Nomura basically was 
given a blank check for the sequel 

Nearly every aspect of Kingdom Hearts ІІ has been improved from 
the first game. New stages for every world in the first game (Christ- 
mas Town!) are joined by worlds based on Mulan, a photo-realistic 
Pirates of the Caribbean, and a black-and-white, retro Steamboat 
Willie. The gameplay's been beefed up, too. Sora can now use 
context-sensitive attacks against certain foes. Drive allows Sora to 
temporarily transform into the red, melee-focused Brave Form or the 
blue, magic-mastering Wisdom Form. Unique combination attacks 
with every party member add excitement to battles. Party members 
can now be swapped on the fly, even during boss fights. 

Our hands-on test offered a thrilling boss fight in Beast's Castle, a 
chance to escort a not-so-helpless Minnie through a Heartless-infested 
Disney Castle, and a trip through the traps of Agrabah's Cave of 


й Wonders. The Square-penned story that pins together the Disney 
/ worlds looks more intense than ever, with enigmatic characters like 


the black-coated members of the XIII taking a prominent role. With 
мах almost twice as much content as the first game, Kingdom Hearts II 
arai looks to be the sequel we've been hoping for. 


Pub. Square Enix Dev. Square Enix Release December 
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CHILDREN? 
A PLAYGROUND? 
A PARK? 


| SEE 
MY COMMUNITY 
MY COUNTRY 
MY FUTURE 


AND IT'S ALL WORTH FIGHTING FOR. 
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AN ARMY OF ONE® 


In the Army Reserve you can strengthen yourself and your community as a civilian and a Soldier. Gain technical training, build 
leadership skills, receive money for college and train near home until your country needs you. Find out more at goarmyreserve.com 


LEGENDARY FFVII DIRECTOR YOSHINORI KITASE TALKS DIRGE 


же” 


Few designers һауе had а greater imp: 
on PlayStation gaming than Yoshinori 
Kitase. As the director of the wildly popular 

| Final Fantasy VII, he helped define and 

| then transcend the RPG genre. His latest 
opus is Dirge of Cerberus: Final Fantasy. 
VII, a decidedly more action-oriented title 
starring Vincent Valentine from the original 
FFVII. Does this signal a move away from 

| the traditional RPG? Kitase cautions us not 

| to worry: It's all part of the master plan... 
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! Where did the idea to do the Compila 
tion of Final Fantasy VII (the group of new 
projects based on FFVII that includes the 
games Before Crisis, Crisis Core, and Dirge 
of Cerberus and the CG film Advent Chil. 
dren) come from? 

І Тһе idea began with 
Advent Children, the movie, which has 
become the "sequel 
of VII. But one title was not enough to 
cover the entire world of VII, so around the 


to the original story 


same time that Advent Children started as a 
project, the team came up with the ideas of 
Before Crisis, the mobile phone game, and 
Dirge of Cerberus, the PS2 gun-based action 
game, in order to support the world 


І The compilation is a very large under: 


taking, with four projects in develo 
at the same time. We not 
movies in Dirge use the s. 
those in the Advent Child. 
you been able to share many resour 


me models as 
movie. Have 


5 


between the projects? 


! Originally, the team expected that there 


were a lot of things that could be shared 
between the titles. But actually, it 
being difficult to share anything. A good 
example is the design of Vincent in Advent 
Children and Dirge. If you look at his hair 

in Advent Children, it's very smooth and 
beautiful, but in Dirge, it's very pointy and 
animated. [Tetsuya] Nomura did the charac 
ter design, and he wanted to use a different 
style for each title. So everything ended up 


nded up 


being customized for each title. 


І Which came first, the idea to make а 
Final Fantasy VII action game or the idea to 


use Vincent as a character? 


І First, the team had the idea to make 
an action game. And second, ti s the 


at v 


time when we were starting to think about 
the Compilation of Final Fantasy VII. In the 
world of VII, Vincent t 
signature weapon. So that 


becoming Vincent's story 


ed a gun, it was his 


why it ended up 


1 A few years ago, there was 
that there was going to be a Final Fantasy 


rumor 


МІ action game, but everyone thought that 
Cloud was going to be the main charac! 
Vincent is a somewhat unusual choice—he's 


a secret character, and his backstory is hid 
den deep within the game. Why not Cloud, 
Yuffie, or some other "action" character? 

! Of сс Advent Children was already 


in the middle of being made, and in Advent 


Children, people can deeply experience Tifa 
and Cloud's story. Advent Children com 
pletes Cloud's story. Also, Cloud doesn't use 


a gun at all, and the idea was to make a gun 
game, and that’s when Vincent came along 
Even though Vincent was a hidden charac 
ter in the original Vil, he was very deeply 
involved with Shinra, Hojo, and Sephiroth 
So in a way, he had a lot of drama associ 
ated with these ot 


haracters. 


| It's interesting that the Compilation 
of Final Fantasy VII has four projects, but 
this 
a conscious decision? Or did it just end up 
that way? 

| An RPG takes so much time and so 
many people to create that if the team 

de 
out. It would have needed a lot of prepara 


none of them are traditional RPGs. V 


cided to make one, it would have stood 


al and 


tion and taken a lot of phys emo 
tional attachment. Instead, the idea was to 
make original 


There were 


games in the world of VII. 

over any plans to make a tradi- 
tional, hardcore RPG 
! The first 


Fantasy world v 


sequel" to be set in a Final 
as Final Fantasy X-2. A 
major reason Square made that game was 


because it 


as cheap—it could reuse the 
art, the characters, and the world of Final 
Fantasy X. Even though the compilation 
uses the same world, the team has had to 
remake everything from scratch. So why 
focus on Final Fantasy VII at t 


Ye expense of 
new projects? 

! Final Fantasy МЇ! came 
PlayStation was introduced and 3D visuals 
became possible; it was the first title in the 
franchise to basically create this whole new 


out whe 


style. Vil was a milestone for the franchise 
and the beginning of a new direction. Until 
Final Fantasy XII, the style of the series came 
from VII. That was one reason 

The second reason is that VII is a popular 
and world-renowned RPG, and there are 
lots of fans all over the world who have a 
strong emotional attachment to it. The team 


had to do a great amount of preparation so 
as not to disappoint the fans. When we cre- 
ated X-2, we learned how we could make a 
sequel by reusing resources, but we thought 
that for VII, we had to have а different type 
of approach—serious projects that would 
satisfy the fans. 

The original staff members of VlL—such 
as Naora, the art director; Uematsu, the 
composer; Nojima, the scenario writer; and 
Nomura, the character designer—were all 
working on different projects when this 
compilation plan came up. But they were 
able to gather again to work together. It 
would be kind of nonsensical to have a 
whole new team create a sequel for VII, 
but we thought it would be possible now 
that the original members were gathering 
together to create it. The titles would be 
good enough not to embarrass the team 
the company, or the fans. 


ing X-2 was very fun. What sort of feeling do 
you have making Dirge? 

І It's still on the PS2, so technologically it's 
been very smooth, but it's the first time the 
team has made a gun-based action game. We 
already know from experience how to make a 
good RPG, so we know what kind of reaction 
to expect from the fans. But with an action 
game, we've had to start all the way from just 
making it simple to control. Because it's our 
first game in this genre, we're always going 
back and forth on every decision. 


! Reeve (who controls Cait Sith) appears 
in Dirge. What's the story behind his uniform? 
[УК Those are just his clothes. 


І Oh. Well, Reeve is heading up the 
WRO (World Recovery Organization). Can 
you tell us about the group? 

І It's a volunteer organization trying to 


"THE IDEA WAS TO MAKE ORIGINAL 


GAMES IN THE WORLD OF VII.” 


І Some American fans were offended 
by the very silly tone of Final Fantasy X-2. 
Did the team ever think about making a silly 
Final Fantasy VII game? 
І No, but it might have made for a funny 
story if we had Cait Sith as a main character. 

Before X-2, Final Fantasy was already 
established as a franchise that fans expected 
to be very serious. Because of that pressure, 
the team always had to protect themselves; 
they couldn't be as creative as they might 
like, and they didn't have the freedom to 
come up with something different 

If you look back, the original Final Fantasy 
games were funny and silly, but eventually, 
the franchise became nothing but serious- 
ness. X-2 made the team remember that 
there're lots of possibilities within Final Fan- 
tasy. Because of X-2, we had the freedom to 
choose what we wanted to do for the com- 
pilation. If there were no X-2, we could only 
ever think of making a pure, perfect RPG. 


| You've said in the past that making 
Final Fantasy X was very difficult, but mak- 
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restore the world after Meteo messed it up 
in МІ. Originally, their purpose was to go to 
different destroyed towns and help them 
recover. But in Dirge, enemies show up, so 
the members of WRO form a volunteer army. 


! And the big blue guy, Azul? He seems 
to be the main villain. 

! He's not the absolute strongest enemy ог 
boss in the game. There's a group of enemies, 
the Deep Ground soldiers, and Azul is one of 
the strongest elite soldiers within the group. 
Originally, Deep Ground was just a group of 
soldiers that were all at the same level. Even- 
tually, fighting within the group led to some 
soldiers becoming stronger, more elite, while 
others became inferior. In the online mode, 
these soldiers fight against each other. 


| How do you earn medals in the online 
ranking mode? 

І There are lots of conditions. For example, 
a player who was the MVP of a battle might 
get a medal. And someone who performed 
poorly in a battle might get a bad medal 


І Do the medals affect your character's 
ability? Or are they just for show? 

| They don't give bonus points or any- 
thing like that 


р In an online game, it's important to 
maintain a level field. But in Dirge's online 
mode, you earn weapons and armor 
that improve your character. How will a new 
character be able to fight against a character 
with strong equipment? 

І Players can set conditions for battles, 
such as restricting the use of stro 


weap 
ons or restricting a match to only powerful 

players. But there's no way to control if one 
player has a strong weapon and they fight 

against somebody weaker. 


! What kin 
will be ave 
! There are three modes: team versus 

team, free-for-all deathmatch, and mission 
mode, where a team fights against a boss. 


of online gameplay modes 


abl 


І Has the team size been decided yet? 

have to wait for the results of the 

going to be about 20 to 30 
'ams together. 


but it 


І Hironobu Sakaguchi, who started the 
Final Fantasy series, recently left Square 

to start a new company, Mistwalker. His 
company is making two RPGs for the Xbox 
360. How do you feel about competing on 
next-generation consoles against the father 
of Fina’ 


| | sometimes go out to eat with Saka- 
a good relationship. His 
message for me is something like, "Let's 
improve each other's quality. Let's grow up 
together and complete each other's work." 

Before Square Enix was Square Enix— 
when it was still Squaresoft—there were 
multiple key 5 within the company, so 
the teams were sort of competing with each 
other to make better games than the rest. So 
a culture like that already existed 

That culture's been extended after Saka- 
guchi left. Our intention is still to make good 
games that impress each other. If you look at 
the market in Japan, it's somewhat saturated 
SO it's good to have a rival that stimulates you 
to do y b That's our relationship. 
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BOOBIES MAKE THE (TECH) WORLD GO ROUND 


every new technological advance is pornography. 
This maxim has the dual benefit of being not only pithy but true. Early adopters 
of home video were among the first to enjoy adult cinema outside of sticky pub 
lic theaters. When the porn industry threw its weight behind the cheaper VHS 
format, ignoring Sony's better but pricier Betamax, home video's future was 
sealed. Camcorders allowed people to direct (and star) in their own adult films. 
DVDs served up digital clarity, multiple angles, and perhaps mos 
ability to skip past laborious minutes of talking. And anyone whc 
than 10 minutes on the Internet hardly needs to be told that it contains photo 
graphs and videos of denuded women. With anonymity and no physical evi 
dence for a significant other to find, adult entertainment has firmly entrenched 
itself as the most profitable form of online business. 

Sony's PSP is obviously technologically superior to Nintendo's DS—but then 
again, so was Betamax. With so much at stake in the handheld arena, Sony has 
chosen to bring out the big guns...as it were. Not Sony itself, of course; most mult 
national conglomerates avoid the spotlight in these sorts of matters. But Sony has 
chosen to look the other way as distributors ship titles like The Palace of a Virgin, 
Big-Breasted Nurse, and HMP Countdown 2005 Polar Star Popular Idol BEST 10. 

The amusingly acronymed HMP has quickly established itself as the PSP's 
top-tier smut peddler. It has even distributed a handy flyer to stores showing 
a satisfied customer enjoying the company's portable pornography in various 
locales: waiting for a date to arrive, skydiving, and stuck on a tuna fishing boat 
miles away from a loved one. Always striving to stay on the cutting edge of the 
PlayStation world, | braved the back alleys of Shibuya in search of some UMD 
pornography. | ended up purchasing the aforementioned Polar Star countdown 
disc: 10 girls and 120 minutes of pixelated pornography on a single ОМО 

Somewhat surprisingly, these discs are reference-quality UMD video discs, 
superior to anything put out by the major studios. The Main menu uses а 
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manga-style layout with animated menu elements. Viewers can choose Info 
each girl), Sex Sex Sex (single girl selection from 
another manga-style menu), Countdown (a top-10-style countdown of the girls, 
complete with a fluidly animated virtual hostess), All Play (the countdown fol- 
lowed by the 10 girls in order), and Game. 
Game is an almost unplayable shooter in wh 
their crotches fly toward the camera. The player controls a pair of crosshairs that 
sperm at these poor cardboard cutouts of femininity. 
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(biographies 


ch girls with large targets on 


fire—wait fo animate: 


4 


Hitting targets results in a small coo of pleasure; after a set number of girls have 
flown onscreen, the game ends. The gameplay is as crude as the intergender 
relations, but HMP still deserves credit for being the first company to stick an 
actual PSP game on a UMD video disc. Imagine if the Tron UMD came with the 
classic ightcycle game or the Advent Children UMD came with an origi- 
nal Square minigame. When comparing movie DVDs and UMDs, DVDs almost 
always come out ahead in price and features. Even simple games from con- 
cerned 5 ios could go a long way toward differentiating the UMD format. UMD 
movies with a licensed PSP game could include a demo on the disc. 


In a final ironic twist, most of these pornographic video titles are available for 
1,800 yen (half the price of other PSP movies) and are All Code, meaning they 
can be played on any PSP. Though the content may be behind-the-counter, the 
value is top-shelf 


Bring il. 


#1 rated NHL game. % > 


f 
Ti 
{ 
14 


ProControl —cycle the puck, give-and-go, 
attack like the pros, even from behind the net! 


Get physical with the Enforcer System — 
wear down your opponent's scoring line. 


Maximum Goaltending & On-The-Fly Coaching 
let you rule the rink from any position on the ice 


IHL! www.2KSPORTS.com 


EVERYONE 


ESRB CONTENT RATING www.estb.org л тен we емее. хє х 5) P. (7, R 75 


ззаюдм uozua pue ‘Sod 10:46 'ssaoa embut 104 KUO. 
igynduuo) fuos jo wreuiape e 5) Loo! аши eu] "(rejeredas. 


103} эзизэн japun pesn әле pue seujunoo IANO ш JO/PUR ‘S'N 
шод ран "SQUQUno Jaugo JO/pu "S f aui ш шәшшгрәш3 YOSIAN 
16 moquiey `рәл›ә$әң зибин им иәшшщенәшз ший pag 9002 © 


Hunt and be hunted by aggressive AI that homes 


3 

Е in on the slightest sound. 
E 

Ёз 

өз 

ад 

23 

Е 

= 


New dual gameplay: Play as the lead operative 
&nd cover from above as the elusive sniper. 


герәјиз Jayndwog fuos jo syreurape.n разајѕ баз ase 


-а cheery online battle with ES 


& few of your closest pals. You 
hunt down a few terrorists, 
blow off some heads with your 


Ин ИУ uyojaure9 6002 © UOISJOA IGON "opuajulN 1002 © ‘оризиим jo ѕұлешәред эле обо! aqnjaureo ориг 


Challenge friends to operative vs. mercenary 


firefights in the PlayStationo2 Rivalry mode. sniper rifle, and use night 
vision to gta@]k each other 
in the dark. In the world of 
Rainbow Six, only one Pule of 
friendship applies: watch your 
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alive. 
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Detect the threat using cutting-edge technology like 
motion sensors, night vision, and surveillance PDAs. 
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BY JAMES MIELKE AND JOE RYBICKI 


come wrapped in as much 
ing Shadow of the Colossus, but then again, it's no 
steps of a critic ally aimed fan favorite like /со. б 


atmospheric, a дон brilliant to play, [со enchanted дате! 

its winsome duo of Ico and Yorda and their storybook brand of 

experiment in minimalist ga design gained /co a fanatic, hardco 0 a 
pressure on the development team to match that game's уш tic verve somethii 
equally stunning began to grow. But then again, Fumito Ueda’ is no average 
development team. 3 
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THIS САМЕ САР 
— ОМА OF ICO. 


In the works for nearly four years now, Shadow of the Colossus is 
clearly the result of different thinking. While Western development 
teams try to one-up each other in terms of how big their guns are, 
how interactive their environments can be, how urban their attitude 
is, and how much their X-treme soundtracks rock, Ueda's studio is 
cutting its game from an entirely different cloth. One look at Shadow 
and you'll realize that this game carries the DNA of /co, from its sun- 
soaked environments to its minimal cast of characters to its austere 
"level" design. But while the majority of /co's discovery and puzzle- 
solving elements are confined within the walls of a finite space (a 
castle), Shadow of the Colossus, shall we say, branches out. 

At the start of the game (it quickly becomes easy to forget you're 
playing a game, thanks to the minimal, unobtrusive interface), our 
unnamed hero brings his fallen lover to a temple at the end of the 
world, in the hopes of reviving her by restoring her soul. At the 
instruction of the dormir (an ancient race of mysterious, godlike 
Spirits), our hero, his horse (Agro), and his "ancient sword" are sent 
hurtling into motion, with the specific goal of tracking down and top- 
pling a staggeringly immense series of colossi, the giant, skyscraping 
behemoths of the game's title. 

While the parallels between Shadow of the Colossus and [со аге 
many (See "David and Goliath: Where Paths Converge" on page 
88), perhaps the most compelling parallel is how Shadow once 
again pushes game design in areas no one else has ever dreamed 
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of. Shadow throws out the rule book on level design in particular. 
Burgeoning developers, take note: Here's a game that doesn't ask 
you to 1) collect items, 2) find coins, 3) butt-stomp enemies, 4) shoot 
barrels, 5) push blocks (even /co has a little of that), 6) level up, or 7) 
go all Solid Snake when you really don't need to. Instead, Shadow's 
hero has three surprisingly simple goals: find the bosses, climb the 
bosses, and beat the bosses. That's it. OK, so there's a little bit more 
to it than that, like riding Agro around the breathtakingly expansive 
vistas to hunt for each boss, and using the ancient sword to pinpoint 
it. See, as you stampede over the horizon with the wind in your 

hair, pressing the Circle button holds up the ancient sword, and the 
reflected light shines most brightly in the direction where the next 
boss encounter will be found. A few presses of the X button will 
propel Agro even faster across the plains. The closer you get to a 
colossus, the brighter the sword shines, and once you've reached the 
appropriate landmark, a cut-scene will herald your arrival, usually 
with a hint of what you're in for. 

The next course of action is to navigate whatever path the game 
has laid out before you in order to actually reach the boss, whether 
it's as simple as climbing a small rock wall or something entirely more 
devious. The controls are simple enough, with jump and grab func- 
tions easily managed via a few button presses. Once you've paid the 
obligatory price of environmental navigation required to meet the 
boss, the core of the game's experience finally presents itself to you. 


In no other game is the boss the be-all and end-all quite like it is in 
Shadow. While it may not really occur to you while playing, Shadow 
has no enemies but the colossi. Most games find you slapping away 
at a stream of anonymous thugs in between the start and the climac- 
tic boss encounter to provide the frisson the game might otherwise 
lack. In what is perhaps testament to Ueda's team's ability to coax the 
player out of such clichéd comfort zones, here you never really notice 
the fact that you're simply moving from boss to boss. It's a whole 
new type of challenge that is so € 


grossing that the simple process 
of mounting your good steed and soldiering across vast, sun-blasted 
fields to conquer giants in the hopes of reviving the love of your life 
is more than enough. With /co, Ueda's team designed by subtraction, 


ced to its most essential 
playable elements while retaining just enough to convey the emo 
tional impact of the story. With Shadow of the Colossus, the team took 
a few measured steps forward, adding some new mechanics to the 
game to create a richer, more involved experience. 

Despite its still relatively simplistic ign, Shadow of the Colos- 
sus is not lightweight. As you put the main character through his 
paces, first propelling him with purpose to the lumbering colossi, then 
clambering over whatever obstacles lie in his path, and finally hunt- 


ame duc 


meaning the developers created ас 


ing down and climbing up his nemesis, a certain gravity takes hold of 
your senses. In order to "save" 
which in turn destroys an idol back at the shrine (an idol that cannot 


the girl, you must kill each colossus, 


HISTORY LESSON 
Colossi, which are 
gigantic statues, were 
extremely popular in 
ancient Greece. The 
most famous one was 
the Colossus of Rhodes, 
which was one of the 
Seven Wonders of the 
Ancient World. It was 
completed in 282 BC, 
after 12 years of con- 
struction. However, an 
earthquake in 226 BC 
caused the Colossus to 
topple. 


be broken by human hands), which then releases the colossus' soul, 
which—ultimately—is supposed to revive your loved one little by little. 
Throughout this process, though, it slowly but surely begins to dawn 
on you that these giants have done nothing to harm you. And as you 
grab them by their fur while you climb their backs and rest on the 
bizarre platforms jutting out of their bodies, before ultimately finding 
their exposed weakness (typically a glowing spot on their head) and 


IN МО OTHER САМЕ (5 THE 
BOSS THE BE-ALL IT IS HERE. 


driving your sword into their brain, you rea in an odd way that 
what you're doing isn't as chivalrous and magnificent as you thought 
it would be when you first set out. Why exactly do you need to kill the 
otherwise-harmless colossi, who were really minding their own busi 
ness until you came along? Well, that's the payoff for you to discover 
on your own, but let us say that it's a journey well worth taking. If you 
value those special moments in the time line of gaming history, you'll 
want to say “| was there" for Shadow of the Colossus. 


IS THIS ЯМ АСТ OF SUBTLE 
HOMAGE BY THE TEAM? 


Anyone who plays Shadow of the Colossus and has also played A HORSE OF COURSE 


Ico will find many parallels between the two games. Is this an act 
of subtle homage on the part of the development team, or is it 
sheer coincidence manifested from the collective subconscious of 
the creative minds responsible for both titles? We'll let you be the 
judge, but in the interest of comparison, we've pulled out a few of 
the most glaring examples of how Shadow of the Colossus truly 
stands in the shadow of /co. 
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GIANT STEPS 


COLOSSUS' DIRECTOR CASTS A VERY LONG SHADOW 


As lead artist and director 


You developed /co using a "design by subtraction" philosophy, 
resulting in a game that's simple, pure, and evocative. Your approach 
to Shadow of the Colossus seems a bit more involved than that. 
Please describe to us your motivation behind Shadow's mechanics 
and design. 

With /co, the player did not have much freedom, 
which is a common issue with many stage-clear type adventure 
games. So | wanted to give my next title a higher level of freedom, 
give the player more influence. On a small scale, this means that the 
player's skills make things happen in the world. On a larger scale, it 
means creating opportunities for things to happen that the design- 
ers didn't expect. But | am always conscious of people who do not 
play videogames. | want those people to accept my games. For that 
reason, | like to simplify controls and other gameplay elements as 
much as possible. 


How did you create such a dramatic sense of scale with 
the colossi? 

In order to realistically portray humongous colossi, you have to 
limit their speed in relation to their size. If the speed is increased, 
the scale gets decreased and the colossi seem light. Therefore, they 
cannot move too fast. However, if the speed of all the colossi is the 
same, there's no variety in gameplay, so we needed to change the 
size of them a bit and increase the speed for variety's sake. That's 
why there are differences in size among colossi. 


What sort of criteria did you establish for designing the 
colossi? Some are large human-shaped creatures, some are insect- 
like, and others are like animals. Is there any common thread beyond 
the fact that they're enormous? 

1 avoided designs that made it obvious what the motive was, so 
| combined various things, like the front of a car or the surface of a 
building. Normally, things like that aren't used for monster design. 
By doing so, ! thought that colossi would have peculiarities, yet seem 
realistic at the same time. 


Shadow seems much darker than /co, often almost overwhelm- 
ingly gray at times. Was this a deliberate method of distinguishing 
your new game from past works, or are there any other goals you 
are trying to achieve through lighting? 
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That is the setting of this world. People are afraid to get near this 
land. | also wanted to emphasize the lonely hero. However, there аге 
some glittering scenes, like /со has—we just haven't disclosed them. 


Why did you decide to put the main character on a horse for 
much of the game? We realize there are large distances to cross, 
50 is this the only reason, or was there a greater design decision 
involved? 

There are many reasons. A horse is a convenient ride, but also 1 
felt drawn to its obedient and adorable existence—it's like a friend— 
and because it is visually attractive compared to other vehicles. Also, 
it is a self-supporting vehicle; when you need to focus on attacking 
colossi and you're not paying attention to which direction you have 
to go, the horse will choose the right path for you. Another good 
example is when you come to a cliff and the horse will stop so that 
you will not fall off and die. 


ТЕМ TO DESIGN SIMPLE 
GAMES.” 


The sword is an interesting element in the game, since you 
have to use it to track down the various colossi. Where did this idea 
come from? 

| aim to design simple games. There are no villagers who give 
you hints. The only clue is the light that comes from the sword. | 
wanted a clue that was direct and only expressible visually. 


What is the most important part, if you had to pick one, of the 
Shadow experience? Visuals? Sound? Control? 

It is hard to pick only one, as | am trying to create atmosphere 
by combining all the elements, but if | had to choose, | would say 
visuals. It’s no exaggeration to say that my game design is all about 
visuals. Of course, it also includes how good it feels to control! | 
have visuals in mind and then think what kind of game design | need 
to realize the visuals. 


For quite some time, due to various images leaked out on the 
Internet, many fans thought you were working on a sequel to /co, 
called Nico. Did those images of horned horseback riders have any- 
thing to do with Shadow? 


Yes, Shadow of the Colossus is Nico. There are parts that were 
changed, but the grab, climb, and fight elements, which are the 
main parts of the game design, are unchanged. 


Some cynics complained that the combat in /co was too 
simplistic. Do you feel the game was underappreciated? 

Ico's battles were just one way to create situations in which the 
player protects the girl. | thought that the battles should not require 
the player to be very skilled. However, there is no accounting for 
tastes, so | don't think about which opinion is right or wrong. Ide- 
ally, we would like to create games that satisfy everyone 


The Japanese cover of Ico is a clever homage to the surreal- 
ist painter Giorgio de Chirico. Was /co inspired by de Chirico? 
| designed the Japanese cover, and | thought the surrealistic 
world of de Chirico matched the allegoric world of /co. 


Are there any links that we're missing between /co and 
Shadow of the Colossus? 
No comment! 


Of your contemporaries, no one seems to be designing 
games remotely similar to yours. Are there any games out there 
that you particularly enjoy? Katamari Damacy perhaps? 

Mr. [Keita] Takahashi, who designed Katamari Damacy, is one 
of the few friends that | have in the industry. Of course, | enjoyed 
the sequel, too. My other favorite games from last year include 
Half-Life 2 and Burnout 3. Recently, | enjoyed God of War. 


How have the hardware advancements since the 32-bit days 
affected your ability to design games? 
It all comes down to expressing detail. | don't think processing 
power is all there is when it comes to expressing feelings, but | 
think the hardware advancements made it easier. 


Are you excited for the PlayStation 3 because of what it will 
offer you as a game developer? 
| am hoping that it will get rid of all the current limits on char- 
acter detail. However, | need a stable development environment, 
since | do not compromise on character detail. So | am hoping 
to have more than enough time to study—otherwise, | will need 
another long development period! 


What can we expect from the future of your team? 
I would like to continue making games | myself want to play. 


Р 
GAMEOGRAPHY 


TRACKING THE HERITAGE OF SHADOW 
THROUGH THE FOOTPRINTS OF THE PAST 


ICO 

Lauded at the 2002 Game Developers 
Conference with numerous Game Devel- 
opers Choice Awards (it won for Excel. 
lence in Level Design, Excellence in Visual 
Arts, and Game Innovation, and was 
nominated for Game of the Year, Original 
Game Character of the Year, and Excel- 
lence in Game Design), /со set an amazing 
number of high-water marks for a debut 
title. But for the next three years, Fumito 
Ueda's team at Sony Computer Entertain- 
ment Japan Product Development worked 
in secrecy on its next project, at one point 
rumored to be the sequel to /co (thought 
to be titled "Nico," a play on words 
involving "ni," the Japanese word for 
"two," and "/co") but ultimately revealed 
to be much, much more. 


ENEMY ZERO 


This classic Sega Saturn game (released 
іп 1997 in North America) wasn't done Бу 
the /co team, but it did feature the work 

of Team Ico's Fumito Ueda, who provided 
both enemy (not that you could really see 
the enemy, more like hear the enemy) 

and visual design. Enemy Zero's Alien-like 
interior levels and its hallways, reminiscent 
of Doom in space, gave little indication of 
the hazy, brightly saturated lighting that 
would appear in both /со and Shadow of 
the Colossus, but its avant-garde approach 
to game design certainly did. Cold, calcu- 
lating, and terrifying, Enemy Zero worked 
an entirely different set of senses, tak- 

ing excellent advantage of the primitive 
platform's strengths in the embryonic era 
of 3D gaming. 
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PLAY IT 
YOURSELF 


COME FACE-TO-FACE WITH A COLOSSUS 
IN THIS MONTH'S DEMO 


Here's your chance to see for yourself 
what all the fuss is about. There's only 
one colossus in this demo, but there's lots 
of room—and lots of time—to explore. 
Keep in mind, though, that this demo 
came from this past May's E3. The con- 
trols, graphics, framerate, and effects 
have all been dramatically improved in 
the months since then. 


THE BASICS 


Before you head out to slay that colossus, 
we need to tell you about that pink circle 
on the screen. This is your energy meter. 
When your character is hanging on to a 
climbable surface, the meter will deplete 
over time; if the pink disappears, you fall. 
This circle also indicates the strength of 
your stabbing attacks. Hit Square while 
holding R1 and a white circle will grow in 
the energy meter. The bigger the circle, the 
stronger the stabbing attack, and as the 
white circle reaches the edge of the energy 
meter, the meter will glow, signifying the 
strongest possible attack. But don’t wait 
too long: Shortly after this moment, the 
white circle disappears, leaving you with a 
moderately weak attack. 


Time to saddle up. Get on your horse 
and ride out of the temple. Hold up your 
sword (by pressing Circle) and observe the 
rays emanating from your blade. Move the 
target around and you'll see the rays get 
more or less focused. You want to head 
toward the point with the tightest focus. 
Once there, abandon your horse and 
navigate the simple climbing course up 
to the top of the cliff. It’s colossus time. 
Being the first colossus, Mr. Mino- 
taur here is the simplest. First, run to his 
left hind leg, jump up, and grab on to the 
fur. Pull yourself up a bit and stab him 
a couple times in the calf; he'll drop to one 
knee. Jump to the ledges on his left 
hamstring and pull yourself up to the 
platform on his lower back. Rest here 
to recharge your energy. | 9! Now jump 
to the ledge between the platforms on his 
middle back and then jump again to grab 
on to his back fur. He will start trying to 
throw you off at this point, so just hang on 
and wait for the shimmy-shimmy to stop. 
Once you get up to his shoulder, 
rest again to recharge your grip. Then head 
for the endgame—the head. Climb up 
on top of his brainpan, where you'll see 
the blue sigil signifying his weak spot (you 
do have your sword out, right?). Get 
positioned and stab him. Oh, he didn't like 
that, did he? Just hang on and wait for him 
to calm down a little, then repeat. A few 
good strong stabs should do it. And 
that's the end of him—and of the demo. 
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The next big thing 
in entertainment is 
surprisingly small. 
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Which is why we say the future of gaming is all in the cards. 
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unlimited playtime, this demo 
offers lots of opportunities for exploring. These 
diversions can help you make the most of your 
experience. 


ішекке” 
ТОР ОЕ ТНЕ 
WORLD, МА! 
houldn't be 
telling you this, but there's 
this interesting little 
quirk in t no: If you 
ump at an angle while 
hanging from a ledge, 
vin atever, 
don't expend any of your 
grip strength. This would 
make it possible to climb 
limba 
re 
ch surface 
But if it did 
could climb it. An 
saw, you know 
or something 
could prob. 
it. And if you 
good at platforming and 
re willing to take a 
couple leaps of faith, you 
might even be able to g 
up to a very secret, obvi- 
ou: unfinished location. 
Too bad а location 
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The world can be a devastating place to a gaming disc. One scratch and 


it's game over permanently. So protect your corner of the gaming land- 
scape with d_skin™ disc protectors — the guard that never needs to come 
down even when you're playing. 


SNAP ON LEAVE ON PLAY ON!™ 


Available at major gaming retailers nationwide. dskin.com 
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edge at New York's only consumer gaming and technology event, 
DigitalLife, the final word in electronic entertainment. 
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come get some as we host the largest PC & 
Console tournament on the East Coast. 
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RATING KEY 

Octagons. Stomps. Ocs. Blargs. Call our rating symbols what you will—just know that 
any game that receives five of ‘em is something truly special that deserves a spot in 
your collection. On the other hand, a 2.5 is merely mediocre. And a 0.5? Well...at least 


they're fun to rip apart. 
P ч 


A DESOLATE DELIGHT 
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In this industry, there are good games, 
there are great games, and then there are 
those games that almost seem to tran- 
scend statements of quality. Half-Life is a 
great shooter. Ratchet & Clank is a great 
platformer. Gran Turismo is a great racer. 
But when you're talking about games 

like Rez or Ico or even Katamari Damacy, 
you're talking about games for which 

the question of quality is not so easily 
answered. You're moving beyond mere 
mechanics; you're talking about art. 

Shadow of the Colossus is such a game. 
Part platformer, part puzzle game, part 
adventure game, and part virtual vacation, 
it defies mere classification, almost dar- 

В ing you to try. How to describe it? At its 
core, perhaps, the game is quite simple: a 
series of 16 of the most jaw-dropping boss 
battles you've ever seen. 

And oh, they are jaw dropping. Go up 
against the one colossus on this month's 
disc and you may think you know what the 
battles will be like. You do not. While the 
climb-up-and-slay mechanic is certainly 
repeated, the vast majority of colossi 
require widely varied tactics to bring down. 
Here's where things get tough: | can't really 
describe for you the process of beating 


TAKING à COLOSSUS 


DOWN IS EXHILARATING 


any of these brutes, because figuring out 
how to do so is at least 50 percent of the 
game. | would be slapping you with a bru- 
tal spoiler if | offered details on even one. 
Generalities must be the order of the day. 
So, generally speaking, a colossus battle 
consists of two parts: figuring out what 
you need to do to bring the bad boy down 
and then doing it. OK, perhaps we'll get a 
bit more specific than that. Basically, most 
battles involve attacking a colossus' weak 
spots, usually to cause it to do something 
to give you access to its vital organs. Let's 
not forget, though, that these are very, 
very big creatures, so reaching those weak 
spots and vitals generally requires some 
pretty advanced acrobatics—climbing the 
beast's fur, hanging on to odd protuber- 
ances in its armor, jumping from limb to 
limb, and so on. Each step needs to be 
planned in advance, so there's a cerebral 
element to it...but then you need to actu- 
ally execute the plan, so there are reflexes 
involved, too. Aside from these general 
similarities, each battle is different, which 
means each battle requires you to learn an 
all-new strategy. Yes, it can get frustrating 
(more on that later), but given the enor- 
mous size of these creatures, their distinct 


personalities, and the sheer beauty of their 
design and animation, actually taking one 
down is exhilarating. 

The trouble is that, as impressive as 
these boss battles are, and as much time 
as they may take to complete (my final 
save reported 25 hours of play time, but, 
of course, your mileage may vary), boss 
battles are all there is to this game. It's. 
hard to know how to feel about that. On 
the one hand, you've got this staggeringly 
beautiful world to explore to your heart's 
content...and on the other hand, there's 
nothing in it (well, except for a few birds, 
some lizards, one horse—and, oh yeah, 16 
enormous beasts). Aside from colossus 
hunting, there is literally nothing else to do 
in the game but simply explore. 

On the surface that may sound like a 
colossal (ha!) bore. And if you, like me, 
were expecting to find something, any- 
thing else to do in the game, you may find 
this empty world disappointing. But here's 
the thing: There are parts of the world you 
will never see if you just go from colossus 
to colossus...but they are every bit as intri- 
cate, detailed, and beautiful as the areas 
that get the most traffic. And with no time 
constraints or other arbitrary restrictions, 
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SHADOW IS NOT A GAME 
FOR EVERYONE. 


you're free to spend as much time as you 
want hunting down beautiful seaside vis- 
tas, desolate desert wastelands, or intrigu 
ing ruins that are there for absolutely no 
reason except to be found in exactly h 
a way. This the virtual vacation | men 
tioned, and it's an indicator of the design 
ers' priorities: Make it beautiful—make it 
art—even if it has absolutely no bearing on 
the gameplay itself, So while, yes, it is dis 
appointing and feels a bit desolate, | can't 
help but feel a certain admiration. 

At least there's an acknowledgement of 
the desolation in what passes for a story 


here. | say "what passes for" because, as 
in /co, the player is given only part of the 
story. What is the relationship between the 
wanderer and the girl he is trying to save? 
Where do they come from? Why, exactly, 
is this world so empty? You'll have to draw 


your own conclusion: 
won't tell you. This go 


because the game 
ible for the 
closing moments of the game. Again, | will 
give you no details, but suffice it у 
that | found it moving, provocative, and 
satisfying in its grandness...even though 
the game utterly thwarted any dream of 
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having all the story's ambiguities tied up 
with a convenient bow. 

This sparse, unresolved story is going to 
drive some players utterly Бану, but it's only 
one example of the fact that Shadow is m 
definitely not a game for everyone. To me, 
that's a shame, considering the impressively 
accessible nature of /co. Rather than its pre 
decessor's stark point A to point B simplicity, 
Shadow is comparatively complex, from its 
more intricate с 
unintuitive battl 


ntrols to its o 

Then 
and stab with fair precision while hanging 
off huge, moving be: 
оп your grip meter 
whelming than the demands found in /co 
are. And though the games have much in 
common—like the beautiful, impressionistic 
graphics and the environmental puzzles—. 
is, in my estimation, a notably superior 


5 and keeping an eye 


it's much more over 


experience. | think Shadow's steeper learn: 
ing curve is going to turn some players off 
fairly quickly. 

And, of course, so may the bi 
element of the game, the whole process of 
figuring out what you'll need to do to beat 


each beast. As with other puzzle-based 


puzzle 


adventures, you may find yourself butting 
your head against a wall, just completely 
at a loss as to the proper approach to the 
situation. (| was, on at least two different 
occasions.) The game tries to mediate 
this somewhat by offering voiceover hints 
if you're obviously not making progress 
against a colossus, but they're spotty; 
some are far too vague and others are far 
too obvious. Often, they either completely 
spoil the experience of figuring things out 
for yourself or add to the frustration by 
pointing you in the wrong direction 

So Shadow is not for everyone. If you 
hated /co, you will probably hate Shadow 
possibly even more. But if you can арргесі 
ate artistry in games, if you hanker for an 
experience that transcends genre, if you 
want to see what happens when a creative 
design team is allowed to ignore sales 


numbers and flavor-of-the-month trends 

by all means bring yourself into Shadow's 
world. | found it a beautiful, thought-provok 
ing, and ultimately rewarding experience, 
but you may feel differently. Like good art, 
some will love it and some will hate it. But 
you can't ignore it. «€ ./ L 


It's a work of art: beautiful and mov- 
ing and potentially alienating. 
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Where Gamers Call Home. 


Teenage Mutant 
Ninja Turtles, there were a lot of absurd 
imitators (e.g., Preteen Dirty Gene Kung 

Fu Kangaroos). Legend of Kay, with its 
wisecracking, martial artsing feline hero, 
feels like a fan of that era decided to make 
a modern platforming game. 

This feeling is reinforced by the story, in 
which Kay travels to a furry-filled version of 
China freeing trapped animals, fighting evil 
animals, and, occasionally, riding other ani- 
mals, All this occurs in a pretty slick-looking 
3D platformer, with plenty of fighting, coin 
collecting, and jumping. 

Mathematically speaking, LOK is purely 
average; its great moments are balanced 
by horrendous ones. For every time the 
camera destroys your ability to navigate a 
jumping puzzle, there's a moment when the 


pure rhythm of combat becomes fast and 
enjoyable (helped in part by Kay's ability 
to jump from foe to foe, à la Shinobi). Mul- 
tiple weapons and combo attacks are neat, 
but the enemies' tendency to attack while 
you're stuck in a jumping animation trans- 


lates into plenty of cheap shots. In between 


these extremities, LOK is content to simply 


toe the platformer line—fetch quests, racing 


minigames, silly dialogue, and all. 

Legend of Kay ultimately feels like an 
action-platformer for masochistic, smart- 
aleck kids. 


PLUSH FUR Looks nice, amusing story, neat 
combat system 

COARSE FUR Awful camera, too demanding 
Pub. Capcom Dev. Neon Studios ESRB T MSRP 549.99 


review a hundred times 
before. You know the setup: A junior varsity 
game developer teams up with Hollywood 
to shovel a steaming pile of crap into your 
PlayStation's disc drive. True, movie license 
games have earned a better reputation in 
recent years, but dreck like Charlie and the 
Chocolate Factory secures film-to-game 
adaptations their own circle in hell. 

Ignore the screenshots; you've gotta see 
this game in motion. Charlie's physical con- 
nection to his candy-coated world changes 
by the minute as he floats through plat- 
forms and sticks into crevices and corners, 
sometimes permanently. Charlie's Oompa 
Loompa helpers don't fare any better, 
unable to make their way around factory 
machinery or even Charlie himself. 

This is basically a set of repetitive fac- 


tory-worker tasks peppered with half-baked 
candy combat. The real challenge, espe- 
cially for a kid, is figuring out what needs 
to be operated, powered by an Oompa 
Loompa, or hit with a Gobstopper. These 
“puzzle” moments often defy basic logic. 
The audience for Charlie doesn't read 
game reviews. They're well-intentioned 
parents or young kids who dig the movie, 
buy the game on brand recognition, and 


take it home to find it broken. Say what you 


will about Hollywood movies, but at least 
they have a minimum standard for basic 
production values. 


VERDICT Allowing your kid to play this game 
is considered child abuse in 29 states. 


Pub. 2K Games Dev. High Voltage ESRB E MSRP $39.99 
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Legend of Kay devel 
oper Neon Sti 


has ех; 


PlayStation title to its 
name: 1997's Tunnel B1, 


mes are Game 


ases. 


Christopher Walke: 
was at one point 


dered for the 


Willy Wonka in 


Chocolate Factory 


' 


EXCEEDS EXPECTATIONS 


By the looks of the middle school note- 
book illustrations covering Pump It Up's 
special dancepad, | thought | was in for 
a low-budget knockoff of Dance Dance 
Revolution. But while the game certainly 
takes liberally from DDR, it feels dis- 
tinctly different in the way it's played. 
Back to the mat, the source of Pump's 
subtle variation. Where DDR places its 
pressure sensors at north, south, east, 
and west, the Pump pad uses the corners 
of the mat (northwest, northeast, etc). 
It also adds a button at the dead center. 
At first | thought this was a pointless 
variation, maybe a way to avoid patent 
infringement. But as | adjusted to the 
new mat, | noticed that the movements 
involved are pretty distinct. Many of the 
patterns involve stepping naturally from 
one end of the pad to the other. The 


middle button provides a sort of half 
step, a connector to the rest of the but- 
tons. l've never felt very graceful playing 
DDR, spinning and stomping my way 
through the songs. Pump, when the pat- 
terns aren't too crazy, makes a bit more 
sense to my uncoordinated limbs. 

The game also tries to spruce up the 
usually simple low-fi backgrounds with 
busy visuals spanning anime-style car- 
toons, 3D character art, and live video. 
It's nice for onlookers, but it can be a bit 
distracting for the player. 

Music is a matter of taste, granted, 
but dance versions of Mozart and 
Beethoven? There's a smattering of 
songs American players may be more 
familiar with, namely the Junkie XL 
remix of “A Little Less Conversation” 
and tracks by the Crystal Method; Earth, 
Wind, and Fire; and the Sugarhill Gang. 
It's not the ultimate package, but Pump It 
Up is a viable alternative for the dancing 
crowd. « Robert Ashley 

VERDICT More than a knockoff, less than 
original. 
Pub. Mastiff Dev. Andamiro ESRB T MSRP $59.99 


games take themselves 
very seriously. There seems to be this need for 
games to be filled with gravitas, to be brimming 
with pathos and Logos and ethos. So it's refresh- 
ing to see an RPG embrace comedy, such as 

last year's Shadow Hearts: Covenant or this new 
game, Radiata Stories. 

Sure, the story seems like standard fantasy 
fare, with knights, elves, dwarves, and orcs all 
over the place. But then you notice that Jack 
Russell (the main character—note: not a dog) 
is a real wiseass and that the NPCs in his party 
are more of a motley crew than an adventuring 
fellowship. The dwarves are constantly drinking. 
The orcs in this world wear sunglasses. Radiata 
Stories wraps its standard fantasy fare with lots 
of goofy humor, making it a lighter, more amus- 
ing adventure overall. 

Radiata also tweaks gameplay conventions 
borrowed from other games. It has a Suikoden- 
esque "recruit over 100 people to fill your party" 
mechanic, whereby Jack makes friends and 
then selects up to three of them to fight along- 
side him. The real-time battle system is similar 
to Star Ocean 35; you run around and attack 
enemies in real time while issuing commands to 
your party members, but you control only your- 
self (no hotswapping like in SO3). Time passes 
each day, and people have set schedules (i.e., 
Shops are open in the day, while bars are open 
at night; some NPCs aren't free until they get 
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off from their day jobs), much like in Shenmue 
or Dark Cloud 2. Between plot quests, you are 
free to perform optional side quests for extra 
cash and party members. Finally, a major story 
branch in the middle of the game changes the 
second half (depending on which side you pick) 
and thus, of course, the ending. 

In general, Radiata is pretty solid but marred 
by a few flaws. As mentioned, the combat 
system is like 5035, but it's a lot simpler and 
feels slightly dumbed down. Also, although SO3 
has too much equipment creation and custom- 
ization, Radiata errs on the side of being too 
limited in its equipment options. It can be dis- 
orienting to run around town and try to figure 
out how to befriend people, especially since you 
also need to know when to find someone and 
what to give them. The gameplay seems like an 
interesting experiment but one that falls a bit 
short, while the content is what makes Radiata 
stand out. 

Then again, l'Il take a well-meaning comedy 
with a few mishaps over standard RPG melo- 
drama. 
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Funny characters, interesting nonlinear 
gameplay, branching story line 
Simplistic combat, can be tiresome to 
recruit NPCs - 
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"One of the best tennis games ever 
created is finally coming to the PS2." 
PSM 


The rankings are in, and Top Spin is on top of the tennis video game 
world. Serve and volley with 16 of the tour's top players like Roger 
Federer and Maria Sharapova as you compete in tournaments 
around the world. Create a virtual version of “you” with Eye Toy”, 
refine your shots with a coach, and match skills with the pros on 
every kind of court surface as you make a run at the Championship! 


www.topspingames.com 
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whining about the 
lack of innovation in most sports games, 
EA's NASCAR series must be the excep- 
tion to the rule, because the game just 
continues to improve each and every year. 
This year's newly renamed Total Team 
Control features a tweaked career mode 
setup, and even better, voice command 
capability. 

NASCAR has become a team sport. 
Drivers from the same stable depend 
upon one another to share information, 
work together in the draft, and generally 
make life easier for their teammates dur- 
ing each race. Now, with NASCAR 06, 
players can do the same using either an 
onscreen menu system—which is way 
too clunky to bother with during competi- 
tion—or voice commands over the head- 
set, which works just beautifully. Using 
the headset also allows you to make pit 
stop decisions and hear your spotter and 
crew chief during the race. 

Otherwise, the setup here is very famil- 
iar. Work your way through four NASCAR- 
sanctioned racing series, each with its 
own events and racing style, as you try to 
make a name for yourself. Become a high- 
priced driver who lives on his reputation 
or take the plunge and become a multicar 
team owner (also new this year), financing 
and hiring drivers with your winnings. 

On the track, NASCAR 06 offers the 
same intense action we've come to expect 
from this series. Racing the pack rather 


than the track is the name of the game, as 
you furiously jockey for position with 42 
other drivers at speeds of up to 200 mph. 
And now you have to not only decide 
whether to drive with class and make 
allies or bounce off your opponents and 
make enemies, but also consider the rami- 
fications this decision will have on your 
relationship with your teammates. Knock 
a guy sideways and into a teammate, and 
you can bet things won't be pretty at the 
office on Monday. The whole setup gives 
the CPU drivers a sort of personality you 
don't normally find in a driving game. 

Unfortunately, however, NASCAR 06 
still suffers from some of the same issues 
that were plaguing last year's version. A 
bad framerate tops the list, with almost 
every race suffering from major stuttering 
issues at one point or another. Somewhat 
stupid Al rears its ugly head, too, espe- 
cially when you're zipping along on road 
courses with tight corners. 

Still, EA's NASCAR franchise continues 
to evolve nicely. Despite the occasional 
problems, the series captures the claustro- 
phobic feel of pack racing beautifully, and 
that's no small feat. 


VERDICT Another step forward in the 
NASCAR series; maybe next year's PS3 
version will do away with all the framerate 


issues. 
Pub. EA Sports Dev. EA Tiburon ESRB Е MSRP $49.99 
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МИЛЛИ) 


What do the two 
games reviewed on 


this page have in com- 
mon? A lot: Hypnotix, 
developer of Outlaw 
Tennis, was recently 
made part of EA 
Tiburon, which makes 
NASCAR and Madden. 
The Hypnotix staff will 
develop games using 
ЕА$ Arena Football 
League license. 


МИНИН, 
When the Homestead 
Miami Speedway was 
reconfigured to add 
progressive banking 
n 2003, drivers actu 
ally used that year's 
NASCAR 
EA to practice on the 


ame from 


rack, as it was the 


only way th 


ey could 
get experience on the 
new configuration at 


the time 


4 


7 VIRTUALLY THERE 


Tennis videogames haven't exactly grown 
by leaps and bounds since the introduc- 
tion of Pong. Yes, the gameplay has 
changed slightly with the addition of a 
variety of serving mechanics, but for the 
most part, tennis games have remained 
pretty formulaic. 

So in that respect, Outlaw Tennis 
deserves credit for attempting to put a 
different spin (oh, that is so clever) on the 
sport by doing away with the traditional 
game. That doesn’t mean you still don’t hit 
a ball back and forth with a racquet—it's 
still the main part of the game, but now 
the objectives have changed. Instead of 
playing a regular three-set match on a 
normal court, you may have to protect 
а series of crystal sculptures from ball 
machines launching destructive ammo. Or 
you might find yourself in a match of їеп- 


nis baseball, in which you can earn base 
hits and runs based on your performance 
on the court. Some of the other match 
types found in Outlaw Tennis are really 
creative. If only the gameplay were just a 
little bit tighter. 

Outlaw Tennis tries its best to replicate 
the feel and flow of genre overlord Virtua 
Tennis, but it doesn't quite make it to that 
level. There always seems to be a slight 
disconnect between the controls and the 
onscreen action, making it difficult to really 
get your timing down. To make things 
worse, the ball occasionally just glides 
right through your racquet. 

Still, you can have some decent rallies 
when you get used to the awkwardness, 
and the online multiplayer is even more 
entertaining since human opponents have 
to deal with the same issues you do. Just a 
little more tweaking would've gone a long 
way. « Giancarlo Varanini 


PROS Creative game types, online multi- 
player, cheap 

CONS Long loading times, controls a little 
awkward 

Pub. Global Star Dev. Hypnotix ESRB M MSRP $19.99 


for the planning of 
Beat Down undoubtedly went something 
like this: 
Mr. Cavia: Hey, we have this idea for a 
brawler kind of like Final Fight but with 
some 1-on-1 stuff thrown in there. 
Mr. Capcom: Hrmm, well, we already have 
a Final Fight game coming. 
Mr. Cavia: Oh, did І say Final Fight? 1 
meant—it's like Final Fight and GTA rolled 
into one! We have excessive cussing and 
over-the-top violence to mask the fact that 
the gameplay is totally from 1996. 
Mr. Capcom: You, sir, are a genius! They'll 
never see through that! 
Mr. Cavia: No kidding. Plus, we make it 
seem like it's worthwhile to play through 
the game because not only are there dif- 
ferent characters, but you can also gain 


experience to level up your character; how- 
ever, there really is no point to it because 
the characters all essentially play the same. 
You're also encouraged to recruit team 
members, but most of the time, those guys 
are completely worthless. 

Mr. Capcom: Excellent. What about a 
versus mode? 

Mr. Cavia: It's in there, but there's no cuss- 
ing or brutal violence in this mode, so we 
don't think it will attract as many people. 
Mr. Capcom: Good work! Green-light this 
project right away! 


PROS Repeated use of the word "s***e" 
CONS Old brawler mechanics, GTA elements 
don't mix in particularly well 

Pub. Capcom Dev. Cavia ESRB M MSRP $39.99 


that didn't 
actually take place after Namco spies dis- 
covered Capcom's plans for world domina- 
tion with Beat Down. 
Mr. Namco 1: Did you hear that? We need 
something to combat Capcom's new beat- 
em-up initiative, and we need it now. 
Mr. Namco 2: Yes, sir. We'll get right on it. 
Mr. Namco 1: First, | want you to actually 
make it fun to play. Put in some mechanics 
that require some skill. Like a cool counter 
system—one that lets you essentially coun- 
ter every single move, giving our game a 
lot more variety than the typical brawler. 
Mr. Namco 2: That sounds complicated. 
Mr. Namco 1: Well, we should make it com- 
plicated. The counters should require pre- 
cise timing, so you just can't sit back and 
press:'the counter button the whole time. 


Mr. Namco 2: | like it. Anything else? 

Mr. Namco 1: Yeah, we should make sure 
the Al forces people to use all of the fight- 
ing techniques in their arsenals, like the 
counters, basic combinations, throws, grap- 
pling moves, aerial attacks—all of it. 

Mr. Namco 2: ОК, but | feel we should put 
something in there that makes it bad. 

Mr. Namco 1: Despite logic telling me oth- 
erwise, you're right! Let's mess around with 
the targeting system a little bit—you know, 
make it so people end up punching in the 
opposite direction of an enemy. Capcom 
won't know what hit them! Ah-ha ah-ha-ha- 
ha, | am so clever. 


VERDICT Better than Beat Down. 


Pub. Namco Dev. Namco ESRB RP MSRP $49.99 


By the end of 2005, the 
Inuyasha TV series 
will have 37 DVDs 
released in the United 
States, bringing the 
total released episode 
count up to around 
111 out of the series’ 
total of 167. Don't for- 
get the movies, by the 
way—there are four 
already. 


story n 


of the levels being 


broken in 


A few minutes with Inuyasha: Feudal 
Combat's insipid story mode destroyed 
any hope generated by the fact that it was 
developed by the team behind Bloody 
Roar. Though the game has some unusual 
and creative gameplay ideas, it's a button 
masher of the highest degree. It's designed 
to give anime fans an extraordinary dose 
of eye candy, and at that it succeeds com- 
mendably. As a fighter, even for a casual 
party game...it's pretty much a wash. 

Feudal Combat does pack a visual 
punch: The developers have gone to great 
lengths to re-create the look of the anime 
characters faithfully in 3D, and the back- 
grounds look hand-painted and are rich 
with detail. While playing this game, I've 
attracted onlookers. Not too shabby. 

The gameplay has some actual creative 
touches, too: Your main character teams 


up with an ally for a two-pronged attack on 
your foes. There's also a clever rock-paper- 
scissors elemental damage system of 
strengths and weaknesses. It sounds excit- 
ing, but the former results only in combat 
confusion, and the latter has little practical 
impact at all. And though there might be 
four characters onscreen, the game sup- 
ports only two players—what gives? 

And then there’s the core fighting itself. 
Eighting knows how to make a responsive 
fighting engine, and Feudal Combat is defi- 
nitely sensitive—but it's so oversimplified 
there's just no strategic depth. Each char- 
acter has only a handful of special moves. 
Worse, a devastating supermove is avail- 
able right on the Circle button. Meanwhile, 
I can't imagine the nothing-happens story 
mode doing much, even for hardcore fans. 

What becomes obvious is that Feudal 
Combat was dumbed way down in an 
attempt to make it accessible to casual 
fans of the TV series. « Christian Nutt 


VERDICT Nice touches like graphics and 
gameplay elements ultimately don't disguise 
this fighter's lack of depth. 

Pub. Bandai Dev. Eighting ESRB T MSRP $39.99 


TI DITE 


odd little game bills itself 
as "puzzle platform driving action," which 
sounds ridiculous. But if you reexamine the 
moniker after playing the game, it starts 
to make sense. Think of GripShift as an 
ultrasimple platforming game in which the 
challenge is figuring out how to get from 
the beginning of a level to the end without 
falling. Now replace the formulaic mascot 
you're picturing with a car. Yes, a car. 
GripShift has more than a little in com- 
mon with Super Monkey Ball in that the 
object of the game is to use a less-than- 
perfect control scheme to navigate a short 
(but treacherous) course, collect items, and 
make it to the end before time runs out or 
you lose your concentration and go flying 
off the edge. Now, the idea of doing this 
with а car may sound like an exercise in 


by stubbornly refusing to acknowledge 


have provoked 
debate for ages. If a tree falls in the forest 
and no one hears it, does it make a sound? 
Which came first, the chicken or the egg? 
l've come up with my own puzzler: If there 
is no Pac-Man software available for a gam- 
ing machine, is it a legitimate platform? 
Namco apparently doesn't think so, 
which might explain why Pac-Man's ump- 
teenth appearance is on the PSP. This latest 
version brings together 17 classic arcade 
titles into one big happy family, combining 
more popular games (Pac-Man, Ms. Pac- 
Man, Dig Dug, Galaga, Rally X) with lesser- 
known ones (Mappy, Bosconian, Grobda). 
In addition to the originals, Galaga, New 
Rally X, Pac-Man, and Dig Dug also come in 
updated versions. Work your way through 
the updated 3D worlds, which include dif- 
ferent power-ups and boss battles at the 
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exquisite agony, but the game compensates 


.FRANTIX 
- MORE PAINSTAKING THAN FRANTIC 


other genre, puzzle games 

can suck me in for hours. Since playing 
a round can take so little time, it's easy 
to promise myself "just once more"; 60 
promises later, | find | just blew half a day. 

The technical requirements of puzzle 
games are typically quite low as well, 
which means that they load quickly and 
easily. Those quick chunks of gameplay 
translate ideally to a portable format, 
allowing people to still get a good game 
experience whether they have two min- 
utes or an hour. 


most of the laws of physics. Want to brake 
to a complete stop in midair? No problem! 

The result is a very, very simple game: 
Get from point A to point B, grab stars 
along the way, and move on to the next 
level. You'll unlock cars, bonus games (like 
car soccer), and tracks at a ridiculous rate. 
It all turns out to be surprisingly addictive; 
there are enough unlockables that it's easy 
to slip into the "just one more track" men- 
tality. And the astonishingly robust track 
editor adds even more value. 

In terms of addictive qualities, it's cer- 
tainly no Lumines. But it is a surprisingly 
solid game. 


Addictively simple, amazing track editor 
Perhaps too simple to have much 
longevity, controls are a bit imprecise 
Platform Pub. Red Mile/Sidhe E $39.99 


RATING 


Frantix gives you all that. The puzzles 
(which are of the item-collecting-and- 
obstacle-navigating variety) take at most a 
few minutes each, they load quickly, and 
there's no reloading between additional 
attempts. However, most puzzles don't 
require solving so much as navigating; it 
would have been nice to have to exert a 
little more mental effort. 


end of each stage. The new versions also 
offer head-to-head matches via Wi-Fi for 
two to four players, and the updated Pac- 
Man includes a co-op mode. 

My main complaint is that, thanks to a 
vastly shrunken screen, a level of precision 
is required that the analog nub and D-pad 
just can't always provide. | died more than 
once vainly jabbing a directional button. 

This title isn't original and it isn't innova- 
tive, but the games work really well for the 
PSP—I'd argue that they're more appropri- 
ate here than they are on PS2. Plus, it helps 
flesh out the PSP's current anemic software 
lineup. 


The levels themselves can occasionally 
be a pain in the butt to navigate because 
you can't always zoom out far enough to 
get an idea of where you should be going. 
Combine that with a control scheme that's 
awkward at times, and the result is a lot 
of annoying little goofs that require you to 
start the puzzle over. 

But, ultimately none of these things 
hangs up the game too much. While the 
addictive quality that the best games of this 
genre have is missing, Frantix isn't a bad 
way to waste time. 


Fast loads, quick rounds, light mental 
exertion 
Tough to see the level at times, light 
mental exertion 
Platform Pub. 


RATING 


A good dose of classic fun that 
translates well to portability. 
Namco Namco Е $39.99 


RATING өөө 


Killer Game Е $3939 


Me esurre is a delight; it's the kind of pick-up-and-play 
puzzle-solving adventure that's perfect for the PSP. The premise is 
goofy and the humor even goofier—but the solid controls, fun pac- 
ing, at-times inventive puzzles, and rousing soundtrack make for an 
ultimately satisfying time. 

Resurrection is a sort-of sequel to 1998's MediEvil and 2000's 
MediEvil Il for the PlayStation. You follow the misadventures of Sir 
Daniel Fortesque, the mumbling, skeletal hero of Gallowmere, who 
has been recruited to stop the evil wizard Zarok from carrying out 
his plans to take over the world by resurrecting the dead. OK, not 
the most original premise, but it works. 

Resurrection's gameplay perspective is third person, and the 
levels follow the familiar "work your way up to the boss" model. 
While traveling through a surprising variety of worlds, you'll 
encounter an equally surprising variety of game styles: You'll fight 
through some levels, but in others you'll collect items and solve 
puzzles; some levels combine both styles. This mixed approach 
usually keeps the pace fresh—but not always. For instance, after 
you spend several hours solving puzzles, the Asylum level's singu- 
lar emphasis on taking out waves of enemies is a little jarring. 

Each time Sir Dan finishes a level, he makes a stop at the Hall of 
Heroes to meet a new once-great warrior who gives him advice and 
a special weapon. | thought that each special weapon would cor- 
respond to a specific need in the forthcoming level, but that wasn't 


the case. Certain weapons did come in handy, like the war hammer 
and the longbow, but | found the long sword to be consistently 
effective throughout. 

Resurrection is a long game, and—shoot me for saying this—it 
might be too long. In about the final third of the game, | found 
myself repeating entire levels because І didn't have something | 
needed—not so bad since І was familiar with those areas, but the 
game didn't appear to remember ! had already been there, so | 
had to replay the level, enemies and all. Fortunately, the PSP—God 
bless its soul—has the "save anytime, anyplace" feature. The 
convenience is just so...convenient. 

Aside from the level repeats, complaints are minor: An odd bug 
prevented me from selecting a shield, and the camera can be a little 
disorienting at times. I'm not a big fan of the humor (“Scarecrow 
Fields: Prepare to be scared...if you're a crow"—1 mean, c'mon!), 
though it keeps the game lighthearted and suggests the developers 
were just having fun. 

Just having fun? It shows. 

A quirky, lighthearted third-person action-adventure that's a 
fun and engaging diversion—ideal for the PSP. 

SCEA Dev. Sony Cambridge ESRB T 


` RATING 
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MW) REVIEWS / MOVIES 


THE HITCHHIKER'S GUIDE TO THE GALAXY 


IMPROBABLY AMUSING by John Scalzi 


y 


The book this film is based on, by the late, lamented Douglas Adams, very nearly 
made me vomit with laughter when | was 12; | distinctly remember the mother of 
a friend pulling her car over to the side of the road in order to avoid having her 
backseat coated in gastric juices (| managed not to hurl). A couple dozen yea 
later, a film adaptation of the book popped into existence, as if sprung from the 
very bowels of the improbability drive itself. And from me, this film inspires a 
warm affection and the occasional happy chuckle. But no danger of vomiting. 
Why? Well, for one thing, I’m no longer 12 (| have a mortgage to prove that, as 
well as the male-pattern baldness), and Hitchhiker's humor is best read when one 
is young. For another thing, Hitchhiker's brand of comedy is best suited for read. 
ing. Yes, | know it was also a radio show, and a TV show. l've heard/seen/read 
them all. | say the word-based version works best because so much of the humor 
depends on a dry British pacing that doesn't transfer perfectly to other media. It 
doesn't help that this film version has been somewhat Arr anized, with Mos 
Def as Ford Prefect and Sam Rockwell off the rails as Zaphod. It's not entirely 
coincidental that the most effective parts are the ones in which the narrator (a 
delightful Stephen Fry) reads entire passages from the book with a crisp zeal 
Still, it's very hard to make humor and science fiction go together in film at all 
and given Hollywood's track record of slaughtering beloved science fiction book 
e were so many ways this could have gone horribly wrong. While this film 
't match up to my experience with the book, it's still rather amusing and 
fun. Martin Freeman is perfectly cast as the hapless Arthur Dent, the last human 
man, and bits and pieces come through as inspired (the opening sequence with 
the singing dolphins is an instant classic). Verdict: mostly harmless, and | mean 
that in a good way. 
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THE ADVENTURES OF SHARKBOY 
& LAVAGIRL IN 3-D 
(Cayden Boyd, George Lopez) 


This is, arguably, the best kids' film cowrit 
ten by a 7-year-old (that would be Ra 
Rodriguez, son of director/producer/co: 
writer/coscorer/cinematographer/editor 


Robert Rodriguez), but, if you'll recall your 


own 7-year-old self, you'll remember that 


Story was not your strong suit. If you're 

7, you'll be entertained by the silly action 
and 3D. If you're a grown-up, however, 
go check out the elder Rodriguez's other 
movie this year, Sin City. You'll be happier. 


CRASH 
(Don Cheadle, Sandra Bullock) 


So, want to know who among us harbors 
racist feelings? According to Crash, we all 
do, which the film illustrates by putting 
people of all races, colors, and creeds right 
up to next each other and then watching 


as they totally blow up, thanks to their p 
conceived notions of each other base 
prejudice. Fortunately, writer/director Paul 
Haggis (hot off writing Million Dollar Baby) 
jams out an excellent story and is backed 
up by an equally excellent ens 


mble cast. 


THE LONGEST YARD 

(Adam Sandler, Chris Rock) 

While it's hard to see Adam Sandler as a 
former NFL quarterback turned jailbird, 1 
have nothing bad to say about this film, 
which is highly unusual for me regard 

ing an Adam Sandler "comedy." But this 
one's got a solid backing cast (including 
Burt Reynolds, who had Sandler's role in 
the 1974 original), it's got decent humor of 
its type, and the gridiron action is fine. It's 
designed to get a laugh and then go away. 
It does its job. Can't fault it for that. 


FEUER PITCH 

(Jimmy Fallon, Drew Barrymore) 

A serious young woman falls in love with 
a man only to find out he's a damn fool for 
the Red Sox. Welcome to Boston, girl. This 
movie didn't do very well, which is a little 
sad because it's actually rather sweet, with 
"date film" written all over it. | suppose 
sports widows see enough obsession 
during the season and don't really want it 
in their romantic comedies, and the jocks 
were wondering why Barrymore was 
blocking all the sports scenes. 


= Е 
LORDS OF DOGTOWN 

(Emile Hirsch, Heath Ledger) 

This is an adequate film, but | don't know 
why it exists—the story here, about pio- 
neering skateboarders in the '70s, was 
more than adequately covered by the supe- 
rior documentary Dogtown and Z-Boys, 
directed by former skater Stacy Peralta 
(who wrote this film). Given the existence 
of that film, this one appears to exist only 
to give a bunch of young actors an excuse 
to do their best Spicoli imitations. Check 
out the documentary instead. 
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й People of all types seem to be united in 


LOST: 


THE COMPLETE FIRST SEASON 
(Matthew Fox, Evangeline Lilly) 


their passion for geeking out over Lost. 
The obvious reasons: The show (which, if 
you don't know, concerns the lives of plane 
wreck survivors on a mysterious island) is 


really well written; it's smart; i it's 
got characters you can care about and/or 
hate; and it's got an edge of freaky, just 
this-edge-of-hysteria weirdness that keeps 
you coming back for more. The nonobvi 

ous reason: When we get on a plane, don't 
we all look around and wonder, if the plane | 
did go down, who would try to take charge 
of the survivors? Who would go insane? | 
Who would we, you know, eat if we had 

to? Oh, stop looking at me like that; you do 
it too. Lost is like that little panicky scenario 
in your fevered head, done up dramatically. 
That's why people really watch the show. 


MINDHUNTERS 
(Christian Slater, Val Kilmer) 


Another one of those films in which a mys- 
terious murderer goes about offing people | 
in a manner appropriate to their idioms, 
which is a good reason not to develop dis 
tinguishing personality tics. If this mediocre 
suspense film with its cast of faded stars 
had been released in 1995, it might have 
been one of the big films of the year. But 
it's 2005 and apparently no one gives a 
crap, including possibly the stars and direc- 
tor. Time really is the destroyer. 


ROBOTS 
(Ewan McGregor, Halle Berry) 


William Joyce, creator of Rolie Polie Olie, 

is the principal mastermind behind this 

film, in which clanky robots fight to keep 
from being modernized by a corporate 
robo-shark. Like many conceptually gor- 
geous films, this one's better if you ignore 
the story and the infantile bits therein and 
concentrate on some of the set pieces. The | 
Rube Goldberg-like trip across the city is 
worth the price of the DVD alone fo 
sheer mad whizziness 
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FIVE YEARS LATER 


THE LITTLE EMOTION ENGINE THAT COULD MOTORS INTO ITS SECOND HALF-DECADE 


— 


Even as Sony was changing history back in 
1995 with the launch of the original Play- 
Station (see our article in OPM #96), its 
think tank was looking ahead to the future. 
While gamers were being dazzled by Toshinden 
and Ridge Racer, sources close to the company 
said that players hadn't seen anything yet. 
Sony, they predicted, was already planning a 
follow-up console, due as soon as 1999. 

As it turned out, the rumors were spot on. On March 2, 1999, 
Sony unveiled the most unsurprising secret in gaming: The PlaySta- 
tion 2 was coming. And 19 months later, it arrived in the United 
States amidst a frenzy of media hype and consumer enthusiasm 
unrivaled by any system before—or after. The PS2's debut was met 
with shortages, rumors, and downright frothing demand. 

It's been five long years since the U.S. launch. Half a decade ago 
we lined up in the dead of night, bleary eyed but giddy to be the 
first to leap into the next generation of gaming. Since then, new 
rivals to Sony's dominance have arrived, while others have bowed 
out; the industry landscape has changed considerably in five years. 

But one thing remains the same: The PlayStation 2 is still at 
the top of the heap. The Xbox may push more polygons, and the 
GameCube might have the most popular first-party franchises, but 
the PS2 still packs a potent wallop at retail (its recent Slim-Fast 
makeover didn't hurt). And its software library is still the biggest of 
any viable system on the market, putting even the venerable Game 
Boy family to shame—there are more than 2,000 different titles 


worldwide. And that's not counting the 3,000 or so PS1 games it's 
backward compatible with. 

As Sony's sleek colossus enters its sixth year of life in America 
and the company reorients the focus of its mammoth hype machine 
from PSP to РБЗ, we'd like to take a moment to toast the PS2. For 
its success. For its substance. And most of all, for its totally sweet 
software library. 


It was a given that the PS2 was going to be a hit; after all, it was 
following in the footsteps of the PlayStation, which had become 


Шинээ 22 он 
THE PLAYSTATION 2 IS STILL 


АТ THE TOP OF THE НЕАР. 


a catchall household name for gaming whose ubiquity rivaled 
Nintendo's. Still, the public's reaction to its unveiling was a mixed 
bag: Many people were awestruck by the PlayStation's graphical 
capabilities, but this feeling was tinged with uncertainty about the 
system's unusual case design. 

Crafted by Teiyu Goto, whose Vaio computer line had placed 
Sony's PCs at the forefront of industrial design alongside Apple's 
fruit-colored iMac line, the PS2 case was a far cry from the slim, 
gray PS1. Both heavier and larger than its contemporaries (though 
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it would soon be eclipsed by Microsoft's monolithic Xbox), the PS2 
was a sharp, angular piece of machinery designed to look more 

like a cross between a computer and a high-end home electronic 
appliance—fitting, given its PC-level 3D processing power and DVD 
playback capabilities. With its cool blue LED (back when they were a 
novelty and not a nuisance) and motorized drive door, the machine 
looked and felt powerful. 

The PS2 also sported the ability to stand upright like a PC 
minitower, a feature previously seen only in the most obscure 
home consoles (most notably the Japan-only NEC PC-FX). Sony 
pointed to this as a space-saving feature that would give the bulky 
console a smaller footprint than even the tiny Dreamcast, although 
some users snickered that it was a necessary response to the fact 
that many PS1s could only be used sideways due to drive motors 
that wore out as a result of extended use. Sensible design or mere 
fakery? Whatever the case, Sony was clearly on to something—the 
next-gen offerings from both Nintendo and Microsoft will offer the 
same feature. 

Sony had big plans for the system from the start. The company's 
CEO, Howard Stringer, described the PS2's role in the company's 
future as the Trojan horse that would inspire customers to create 
massive, networked home-entertainment centers (ideally consisting 
of Sony components, no doubt) with the game console as the hub. 
There was also talk of a PS2-centric "massive broadband network" 
that would be put in place "sometime in 2001," with content that 
would include on-demand downloadable movies created by such 
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luminaries as George Lucas. Needless to say, neither of these quite 
panned out as expected—although Sony did make the attempt. 


Sony promised a lot with the PS2, and on most levels the system 
delivered. Inside the bold, black PS2 case was a custom-built 128- 
bit processor that Sony rather boldly called the Emotion Engine. 
Running at 294MHz and change, the EE was supplemented by a 
150MHz graphics processor that was reportedly capable of display- 
ing 75 million polygons per second (or about 13 million polys per 


THE IMPRESSIVE POWER DIDN'T 
COME WITHOUT CORNER CUTTING, 


second under “real” conditions). In addition to all that, it also played 
movies in the increasingly popular DVD format, giving it a distinct 
advantage over the GD-ROM-based Dreamcast. 

The system’s impressive power didn’t come without a little cor- 
ner cutting in other areas, though. Despite the growing importance 
of networked gaming, the PS2 was, strangely, lacking a modem— 
unlike the Dreamcast, which came standard with a 56K modem 
that could be swapped out for a broadband adapter. Sony's official 
explanation was that being the best in dial-up was, in the memo- 


HIT AND MISS 


The PS2 seemed like a pretty sure thing even before its launch, 
it's true, but that doesn't mean it didn't have a few surprises in 


store—especially when it came to games. 
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rable words of VP of Research and Development Phil Harrison, "like 
racing to be the world's tallest midget," and anyone who was seri- 
ous about online gaming would wait for the broadband adapter. 

Harder to explain away was the system's lack of support for four 
players. While the Nintendo 64 and Dreamcast had four controller 
ports, the PS2 offered just two, with a Multitap costing an extra $35. 
Meanwhile, the machine sported a few superfluous connectivity 
options—something of a tradition with Sony hardware, it seems. 
The original PS1 lost its RCA connections and serial port in later re- 
visions; likewise, the PS2's FireWire (IEEE 1394) port seems to have 
vanished without a trace. Originally, Sony suggested that digital 
cameras could be attached via FireWire to place players' images in 
games, but the USB-based EyeToy has capably handled this feature. 
The original PS2 hardware also included a PCMCIA connection for 
the network adapter or hard drive peripheral. Since the slim-line 
PS2 has broadband built in and doesn't support the HDD, this too 
has been abandoned. 

While these small shortcomings have long been a sticking point 
among the ultrahardcore set, they've done little to diminish the 
PS2's success. On the other hand, Sony's designers made a few 
truly brilliant hardware design decisions. For instance, they handily 
predicted the upcoming HD era by including support for high-defini- 
tion output, although a small minority of games actually makes use 
of the feature. 

Far more impressively, the PS2 featured near-total backward 
compatibility with the original PlayStation—not an unprecedented 


feature but certainly an idea that had never been used to such great 
effect. By using a compacted version of the PS1's processor as the 
system's 1/О controller, Sony guaranteed that the PS2 had an instant 
catalog of thousands of games at launch. Only a tiny handful of 
minor PS1 titles refused to run on the PS2; meanwhile, supported 
games could be run with accelerated disc access and texture 
smoothing. These extra features weren't quite perfect but went a 
long way toward giving the console a sense of value. PS1 memory 
cards worked in the system as well, although they could only be 


IN JUST 48 HOURS, NEARLY 
1 MILLION Р525 WERE SOLD. 


used for older games; after all, PS2 cards had 64 times the capacity 
of the previous generation's cards and were significantly faster. 


ПЕК ON OVER TOKYO 2 2 


Gamers were given a chance to see the machine in action for them- 
selves almost exactly a year after its unveiling. Tens of thousands of 
Japanese gamers lined up across the country the evening of March 
3, 2000, hoping for a chance to get their hands on the system. In 
just 48 hours, nearly 1 million PS2s were sold to giddy consumers, 
making it 10 times as successful as its predecessor. Its initial price 


www.1UP.com ІШ? 


ONSOLES OF MASS DESTRUCTION 


PS2 ORPHANAGE 


was ¥39,800, roughly $360—slightly expensive, but actually a little 
cheaper than the price the original PlayStation launched at. 

Many who were fortunate enough to snag systems at launch 
turned around and sold them on eBay to eager Americans who 
inexplicably paid as much as $1,200 for the chance to play the first 
batch of PS2 games. It's hard to imagine why anyone would have 
been willing to shell out that much, given that the initial lineup was 
somewhat uninspiring. Consisting of Eternal Ring, Kessen, Step- 
ping Selection, Street Fighter EX3, DrumMania, Ridge Racer V, and 
Fantavision, it continued the long-running Japanese tradition of 
launching systems without any killer apps to speak of. 

Of course, the PS2's initial success had as much to do with its 
movie playback features as with its software selection; the PS2 was 
actually cheaper than the vast majority of Japanese DVD play- 
ers that were for sale at the time of its launch. Quite a few people 
picked up systems simply for the movies...the fact that they'd even- 
tually have access to a solid software library was a definite bonus. 
Not all game developers took kindly to this fact, including Мега! 
Gear creator Hideo Kojima. "I personally would like to create a 
game that effectively disables players from watching DVD movies," 
he groused to OPM. 

Not that he really had to make the effort; a notorious flaw in the 
first batch of memory cards sometimes caused all of a user's data 
and the DVD playback software to be spontaneously deleted. Those 
whose memory cards didn't go belly-up ended up with more of a 
DVD player than they initially realized, though: A flaw in the DVD 
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playback software included in the first batch of PS2 memory cards 
allowed users to bypass the strict region encoding featured on most 
DVDs. Hollywood was not amused, and Sony scrambled to force us- 
ers to upgrade their firmware. (This might sound familiar to anyone 
who picked up an early Japanese PSP, as the portable system's 
earliest firmware was far more hackable than Sony intended.) 


AMERI EMOTIONAL 
The good news is that by the time the PS2 came to America, the 
kinks had been almost entirely ironed out. Sony promised October 


THE U.S. LAUNCH LINEUP WAS 
FAR SUPERIOR TO JAPAN'S. 


26, 2000, would play host to the largest consumer launch in his- 
tory—and it did. Sony's ability to get PlayStation 2 consoles into the 
hands of consumers was hampered by a lack of availability rather 
than enthusiasm, and for the six months following its launch, PS2 
hardware was available in incredibly short supply, with a lengthy 
waiting list at most retailers. 

For its U.S. debut, the PS2 was a much friendlier $299, although 
opportunists were more than happy to resell it for twice that on 
eBay. The memory card issues had been resolved, and Hollywood 
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executives could sleep easy knowing that it was impossible for 
someone to watch foreign DVDs on the American console, thanks 
to the tightened region encoding. More important, the U.S. launch 
lineup was far superior to Japan’s, tbenefiting from the seven- 
month difference in release dates. Fighting-game enthusiasts were 
graced with Tekken Tag Tournament, while sports fans had EA's 
superlative SSX to look forward to. Even classic-gaming aficionados 
were accounted for with Konami's Gradius Ш! & IV. 

If there was a sour note at the launch, it was the fact that gamers 
were finally able to compare the real system to the powerhouse 
painted by prerelease hype...and unfortunately, the reality fell short 
of many people's expectations. The problem was that gamers ex- 
pected every game to look as spectacular as the demos Sony used 
to showcase the hardware, including a real-time demonstration of 
Final Fantasy VIII's ballroom scene and a facial-animation sequence 
that looked on par with anything Hollywood had ever produced. 

Despite generally good graphics, all of the launch titles were, 
well, launch titles. Additionally, the PS2's lack of full-screen anti- 
aliasing made the games' visuals appear to be much jaggier than 
those found in most Dreamcast games. And while games like Ridge 
Racer V and Dead or Alive 2: Hardcore looked great, other launch 
titles like Evergrace and Orphen...didn't. 

There's speculation that Sony overstated the PS2's power in or- 
der to steal thunder from Sega's Dreamcast. After all, the Dreamcast 
had a one-year head start on the PS2 and offered both impres- 
sive 3D performance and a great library of software—making it a 
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formidable threat to Sony’s plans. If that’s the case, then it worked: 
The Dreamcast foundered in the face of the onslaught of PS2 hype, 
leaving Sony free to concentrate on shoring up its defenses against 
the 2001 launches of Microsoft's Xbox and Nintendo's GameCube. 

Despite the occasional disappointment, Sony's machine was a 
hit. As of June 2005, more than 90 million PS2s had shipped world- 
wide. That's short of the 100 million predicted by analysts before the 
system's launch, but more than enough to put the PS2 far into the 
lead in the current console race—and ahead of the PS1, which had 
sold a mere 75 million units by this point in its life span. 


SONY HAS A TOUGH АСТ TO 
FOLLOW WITH ITS UPCOMING PS3., 


The PS2 is an exceptional machine whose power easily blew 
away anything that had come before it. And after five years, it's 
clearly not just a success—it's on the fast track to becoming the 
most popular and successful console in gaming history. It has gen- 
erated billions of dollars of profit for Sony...and wasted hundreds 
of billions of man-hours. If there's a downside to what the PS2 has 
achieved, it's that Sony has a tough act to follow with its upcoming 
PlayStation 3. Whatever the future holds, it's pretty likely that the 
Р52 factors in there. 
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“We're 


e number two. We try harder.” 

Sure, that famous maxim belongs to 

an auto rental company but it could 
u 


just as gasily apply to Sucker Punch's 
charming 5/у Cooper series. Sony's 
mascot franchise definitely has a fol- 
lowing, yet it generally finds itself 
shuffled to the sidelines while Jak and 
Ratchet and pals hog the spotlight. 
Despite the 5/у games' relative obscu- 
rity—or perhaps because of it—Sucker 
Punch takes a huge leap forward with 
each new chapter of the series. 


Just how far has the noble thief come? See for yourself with the 
hands-on demos of his first two adventures featured on this month's 
disc. From the promising-but-frustrating original to the beautifully 
varied adventure of its sequel, the Sly franchise sidesteps predict- 
ability as nimbly as its stealthy hero. 

Sly's emphasis on plot and continuity is one of its greatest 
strengths, which may be a pleasant surprise for gamers weaned on 
old-school platformers whose story lines rarely strayed from such 
gripping territory as "Bowser kidnapped the princess again" or 
“Ог. Robotnik is probably up to no good with those chaos emeralds 
(again)." Unlike the unambitious premises of action games gone by, 
Sly's narrative feels like a crucial component of the series. 

The games’ cast is just as intriguing as their plots are. Sly may 


be a thief, but he's good-natured and honorable despite his shady 
vocation, bringing to mind the protagonist of Disney's Robin Hood. 
Meanwhile, his companions Bentley and Murray fall under the 
“weakling brainiac" and "dumb muscle" umbrellas. And interna- 
tional detective Carmelita Fox plays the role of Zenigata to Sly's wily 
Lupin ІІІ (except that Carmelita adds a hint of sexual tension). 

These comparisons with classic works of animation are no acci- 
dent. Perhaps more than any other series in gaming, the 5/у games 
bring to mind old-fashioned Saturday-morning cartoons. And the 
connection goes far beyond the obvious cel-shaded talking animals; 
Sucker Punch employs a number of classic animation techniques, 
giving the characters an exaggerated sense of motion that feels 
loose and entirely natural—an impressive feat by any measure, but 
even more so for the fact that the lively animation never interferes 
with the gameplay. 

As in many cartoons, the color black is used only sparingly. That 
may seem surprising, given the nocturnal nature of most of Sly's 
missions, but the palette of deep purples, reds, and blues creates a 
rich, vibrant world that evokes the sort of big-budget cartoons that 
Disney created back when Walt himself was large and in charge. 

It also handily prevents the overly dark, grainy look common to 
games that dabble in stealth. 

The stealth-oriented gameplay is where Sly has progressed the 
most. The original game tried to mix one-hit-kill arcade action with 
Splinter Cell sneaking, with mixed results. While it doesn't hold up 
quite as well as its sequel, Sly's debut, Sly Cooper and the Thievius 
Raccoonus, delivers solid action and introduces a number of con- 
ventions essential to the experience, most notably the contextual 
thieving skills. By tapping the Circle button at the right time, players 
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DIRTY LITTLE SECRET 


Sly made Sucker Punch really famous, 
but the studio is also responsible for a 
quirky Nintendo 64 platformer called 
Rocket: Robot on Wheels. The game 
stars a plucky young maintenance robot 
pitted against the evil machinations of a 
nefarious villain: a raccoon. A raccoon 
named Jojo. 


can make Sly perform a variety of situationally appropriate actions 
with minimal fuss, removing a great deal of grief from tenuous situ- 
ations, such as running along tightropes. 

There's a pleasant old-school feel to Thievius Raccoonus; the en- 
emies are merciless but a bit stupid, and the platforming challenges 
come on strong and ramp up steadily in difficulty as the levels go 
by. It doesn’t play strictly by the old rules, though—while the mis- 
sions come one after the other, the game allows a certain degree of 
freedom within each. This comes through clearly in the demo; once 
you shimmy up the pipes to sneak past the front gate, you make 
your way to a hub-style area that leads to several different challeng- 
es. Climb the bridge and you can participate in a challenging racing 
minigame, or enter the casino to the right of the main building and 
face off against a hazardous security system. Either way, your goal 
is to collect three keys in order to unlock a revving automobile and 
smash an entrance into Muggshot's hideout. 

The 2004 sequel, Sly 2: Band of Thieves, only improves on the 
foundation established by its predecessor. Most obviously, it gives 
Sly a life bar and a pair of playable companions, reducing the frus- 
tration level while increasing the variety of gameplay. The game's 
environments are expanded from typical 3D platform areas to 
massive free-roaming worlds that offer Sly and friends open-ended 
pathways for completing their objectives. 

Even the objectives themselves are beefed up with an Ocean's 
Eleven-esque heist format. As Sly, Murray, and Bentley move from 
city to city, they perform a series of missions that builds up to a 
grand climax. The demo offers an excellent taste of this caper-style 
approach; after a museum heist goes awry, the band of thieves 
decides to stake out the local crime lord's operation to recover the 


missing pieces of Clockwerk, the evil bird turned robot who was 
defeated at the end of the first adventure. Sly begins by tailing 
crime lord Dmitri and learning the passcode to his lair, Bentley fol- 
lows up by sabotaging Dmitri's discotheque, Murray disables the 
alarms around the city, and so forth, building up to a climax that 
draws on the actions of the previous missions. 

Each of the heroes in Band of Thieves plays with a completely 
different feel and style. While Sly is his usual self (with the capacity 


NARRATIVE IS А CRUCIAL 
COMPONENT OF THE SERIES. 


to be even stealthier, thanks to the freedom offered by the wide- 
open environments), Bentley is more precise—his weaker melee 
skills are offset by his ability to snipe with stun darts and drop high 
explosives. Murray, on the other hand, is about sheer brute force, 
with a powerful attack, a stunning belly drop, and the ability to toss 
furniture, debris, and even enemies around with ease. 

The third game in the series, Sly 3: Honor Among Thieves, ex- 
pands even further on these innovations...as you can see for your- 
self with the demo on next month's disc. Fortunately, the Sly games 
are short and sweet, leaving you plenty of time to catch up on what 
you've missed before Honor hits the stores. It's usually painless to 
pass up older action games in favor of the latest sequel, but Sly's 
winning combination of story continuity and evolving game design 
makes it a series you'll want to play in its entirety. « Jeremy Parish 
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October marks the fifth anniversary of the Play- 
Station 2's U.S. debut, but let's be honest: The 
system has only been worth owning for about 
four of those years. Find the word "compel- 
ling" in a thesaurus, then look up the exact 
opposite. That'll do nicely to describe the PS2's 
year-one library. 

The system's software is first rate these 
days, but the single early PS2 release that 
really had gamers salivating was Zone of the 
Enders. (You know, the free game that came 
with the Metal Gear Solid 2 demo.) Consumers 
in Japan snapped up the Р$2 that first year, 
but it was mainly to get ahold of an inexpen- 
sive DVD player—the PS2 was cheaper than a 
stand-alone Japanese DVD machine. The fact 
that it played Tekken Tag Tournament was just 
a fun bonus! Things were different in America, 
where any schmo could wander into Wal-Mart 
and snag a player for a whole lot less than 
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the PS2. And with a whole lot less hassle, 
thanks to those PS2 hardware shortages 
that plagued the 2000 Christmas season. 
But when the PS2 finally arrived in stores 
in decent quantities and gamers no longer 
had to sell state secrets to the Commu- 
nists in order to afford one on eBay, they 
were intrigued to that find the Emotion 
Engine-powered machine came with the 
ability to play PS1 games. For a fair while, 
the PS1 was churning out much better titles 
than what you could find on its successor: 
Final Fantasy IX, Fear Effect 2: Retro Helix, 


every last ounce of fun from Super Mario 
64 and looking ahead to a bleak future. PS2, 
on the other hand, had an instant library of 
five-star software. 

The PS2 eventually got its killer apps at 
the end of 2001 with Metal Gear Solid 2, 
Grand Theft Auto Ill, and Final Fantasy 
but a year is a long time for gamers to wait 
for the goods. We're an impatient bunch. 
Fortunately, that $300 price tag was a lot 
less painful when it extended the life of all 
those 32-bit games we'd invested in. 

Microsoft is bending over backward to 


ИИ 


HYPE WITH NOTHING TO BACK IT 
UP ONLY GETS YOU SO FAR. 


Dragon Warrior VII, Syphon Filter 3—just to 
name a few. And PS2 played them with bet- 
ter loading times and smoother graphics. 

In other words, the PS1 helped save the 
Р52% bacon. Think it's a stretch of the imagi- 
nation? Think again. Sheer hype made the 
system a top seller at launch, but hype only 
gets you so far when there's nothing to back 
it up—which is why | distinctly recall selling 
off my Nintendo 64 shortly after squeezing 
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Metal Gear Solid 2: Sons of Liberty 
Metal Gear Solid 2: Substance 


enable backward compatibility in the Xbox 
360. Revolution is going one better by al- 

lowing gamers to play every old Nintendo 
game. Even the DS has support for Game 

Boy Advance games...despite the fact that 
Nintendo swears the DS is totally different 
than the GBA. In other words, the competi- 
tion has learned from Sony's golden equa- 
tion. One plus one is two, but PS2 minus 

PS1 just might have been a big fat zero. << 
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DID YOU KNOW? 

The Japanese title of 

Sony's offbeat RPG 

Okage: Shadow King 

was The Devil and 

1, also occasionally Onimusha: Warlords 
translated as Me and 

Satan King. You can 

probably see why it 

was changed 


Pac-Man World 2 


PRIME NUMBERS 
Fans of cult adventure 
game Primal have 
been clamoring for a 
sequel almost since 
the game came 

out. While nothing 

is definite yet, the 
developers claimed in 
а 2003 interview that 
a sequel is “a strong 
possibility.” 
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Big air, massive open areas, and awesome track design make ATV 
Offroad Fury an undisputed racing classic. A simple yet rock-solid 
control set and a repertoire of several dozen tricks are set to a 
rockin' soundtrack. But with the obvious exception of Burnout, no 
racing game matches ATV's ability to deliver a great crash. These 
aren't just your standard brush-yourself-off crashes—they're down- 
right biblical, seemingly projecting you to the end of the world—and 
way past it—making for a fun ride even when you fail. 


Yes, it'S a cartoony mascot racer. Yes, it's utterly derivative of Mario 
Kart. Yes, it's on a 10-year-old system. But it's one of the finest-look- 
ing games on that system and is still one of the most entertaining 
party games available, thanks to its riotous four-player splitscreen 
modes. As with any cart racer, it's simple to pick up and play, but 
the elegant drift/jump/boost system adds a layer of complexity and 
strategy that rewards skilled play. We're hoping the forthcoming Jak 
X can top it, but we're not holding our breath. 


Pub. Sony CEA Dev. Rainbow Studios 


Without having reviewed Burnout Revenge, we have to stand by 
our Game of the Year for 2004 for this essential list. We say there's 
no better arcade racer on any system, and if you disagree, there's 
something wrong with you. The beauty and speed of this slick game 
irretrievably spoiled future racing games for us. Just try going back 
to Gran Turismo after taking a Іар in Burnout's F1 car; you'll feel like 
you're driving a golf cart. And with more races and race types than 
any three other racers, you just can't beat the replay value. 


Pub. Sony CEA Dev. Naughty Dog 


We have yet to play a more elegant and accessible motorcycle 
racing game. Arriving at the dawn of the DualShock, Moto Racer 
controls like a dream, letting you hit ridiculous speeds with utter 
confidence in your bike's maneuverability. Although Moto Racer 2 
came out a year later and added a motocross mode and a track edi- 
tor, in doing so it lost the original's simple accessibility. Either game 
will do right by you, but if you put a gun to our heads and forced us 
to choose one, we'd have to go with the original. 


Pub. EA Games Dev. Criterion 


Some would call the Gran Turismo series the king of kings. Others 
might call it a snoozefest. But whatever your opinion, there's no 
denying that it represents the pinnacle of real-life car culture. What 
other racing series has actually inspired people to go out and buy a 
car based on how it performed in a game? There isn't one, and Gran 
Turismo 4 continues the trend of racing excellence with an amazing 
selection of cars, the best tracks in the world (re-created down to the 
smallest bit of graffiti), and people! Yes, no longer are you in control 
of driverless phantom cars! 


Pub. EA Games Dev. Delphine Software 


HONORABLE 
MENTION 

You'll notice this list 
doesn't include some 
of the more special- 
ized race genres— 
NASCAR, F1, and so 
on. That's because we 
wanted to focus on 
the widely accessible 
games rather than the 
niche markets. But if 


If you need to know how track design can make or break a racing 
game, you needn't look any further than Rage Racer. To this day, 
it has some of the most dynamic track designs of any Ridge Racer 
game. Since the Ridge Racer series' awesome drifting mechanics 
are also a part of the package, Rage Racer instantly became one of 
the best racing games on the PS1. It's also one of the best-looking 
PS1 racing games. Rage Racer even has some customization— 
which, at the time, was one of the many features that fans of the 
Ridge Racer series were begging for. 


Pub. Sony CEA Dev. Polyphony Digital 


=== 


Whereas Burnout and Gran Turismo are heavily in the arcade 

and simulation camps, respectively, Midnight Club 3 manages to 
straddle the two. It has the insane speed and somewhat wacky 
driving mechanics of a Burnout-style game, but it has the custom- 
ization and physics of a driving simulation. No other game even 
comes close to having the number of cool things you can do to 
your car here, and what makes it even cooler is that you genuinely 
feel like you have a unique ride when you take it online to race 
against other drivers. 


Pub. Namco Dev. Namco you think we left out a 


game that every race 
fan should play, by all 
means let us know, 


Do not confuse this PS1 gem with the inferior PS2 title of the same 
name. While the PS2 game feels like an attempt to add some 
snowmobile treads to SSX, the original game is a more seri- 

ous racer with realistic mountain courses, branching and hidden 
pathways, a nice assortment of upgradeable snowmobiles, and 
controls like warm butter. Our biggest complaint is that the game 
is disappointingly easy to beat, but considering you should be 
able to find it for around 10 bucks these days, you should get your 
money's worth. 


Pub. Rockstar Dev. Rockstar San Diego 


Pub. EA Games Dev. EA Canada 


Speeding is fun. Speeding, being chased by cops, and outrunning 
them is even more fun. Which is why the Hot Pursuit games are the 
most memorable titles in the Need for Speed series. Hot Pursuit 2 
makes no apologies that it's an arcade racer, but it carries a depth 
that includes some 49 licensed vehicles on 15 tracks. Car handling is 
tight as a drum—which is important when half a dozen cops are оп 
your tail and barricades, spike strips, and barrel-hurling helicopters 
await you down the road. Forget the law—you have a race to win. 


All you need to know about Ridge Racer for the PSP is that it fea- 
tures a collection of tracks from every single Ridge Racer game ever 
made, including the excellent tracks from Rage Racer. That alone 
makes it one of the best racing games, but it also has some of its 
own cool features. Namco added a turbo-boost option that you can 
power up by utilizing drifting techniques. At first, this seems like a 
feature that has no real place in a game like Ridge Racer, but it fits 
in seamlessly, making a fun game even better. 


Pub. EA Games Dev. Black Box 


Pub. Namco Dev. Namco 
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MEDAL OF HONOR: 
EUROPEAN ASSAULT 


“Medal of Honor: European Assault is the exact war game the PS2 
needed. It has outstanding gameplay features and large, detailed 
maps. The missions are mostly long and tough, which makes the 
game good. There is also a great multiplayer mode that's addictive. 
It has good graphics [that look] realistic. Although, if | must com- 
plain, there are some parts of the game in which you can get stuck, 
become very angry, and throw your controller across the room.” 


"Ultimately, European Assault is another World War Il shooter and 
falls back on many of the familiar formulas of the genre. But the 
nonlinear design, careful difficulty ramp, and outstanding presen- 


tation bring this one above the pack." 
® 


NARC 


“I had high hopes for this game. The ability to take several differ- 
ent kinds of drugs sounded unique. However, Midway's new trend 
of taking classic games and revamping them (and by "revamp- 
ing," | mean making them ultraviolent) isn't working. The slogan 
for the game is "Walk the line or cross it," but if you cross the line 


Rockstareeee« 39 


and get fired, you can't continue with the missions, so you have 
to walk the line. If | could give it a zero, | would." 


e000 


“МАВС just might be the ultimate antidrug message, as it basi- 
cally shows us that drugs aren't cool, just stupid." 
»9eoe 


NBA STREET V3 


“NBA Street V3 is probably the most pimpin’ game ever. Тһе 
controls are easy to handle. You can do wicked tricks to fool your 
opponent. You can create new ballers, and it has online play, which 
makes it even better.” 


“Great single-player mode with plenty of game types, excellent 
customization features, [and a] fun dunk contest.” 
2 


Want to һауе your say about a recent game? Think you can do 
better than us? Send your review (and don't forget the score!) to 
with the subject line of 


PUBLISHER 


di Universal eee 64 


PUBLISHER SCORE ISSUE) [GAME 


Virtua Fighter 4 


COMING NEXT MONTH 


WHAT WILL NOVEMBER LOOK LIKE IN OPM WORLD? 


Tiger Woods PGA Tour 2004 


Eidos өөөөө 39 
Eidos в 
TimoSplitters: Future Perfect EA Games 
A World Soccer: Winning Eleven 6 Int! 
World Soccer: Winning Eleven 7 Intl 


Tom Clancy's Ghost Recon 
с 


Tom Clan 


Tom Clancy's Splinter Cell Chaos Theory Ubisoft eeeee 32 Worms Fon 2 
Tom Clancy's Splinter Cell Pandora Tomorrow Ubisoft 82 rat lle " 8 
Tomb Raider: The Angel of Darkness Eidos ee. n WRC: World Rally Championship ON THE COUER 
M World-exclusive review of Namco's legendary fighter, 


m | SOUL CALIBUR III 


4 Tony Hawk's Underground 


PLUS the exclusive playable demo. 


WWE SmackDown! Just Bring It 
WWE SmackDown! Shut Your Mouth ON THE DISC 
WWE SmackD R THO өөө‹ An incredible 11 additional awesome PLAYABLES! 
(Because we love you, yes we do.) 


PLAY IT! 
STAR WARS BATTLEFRONT Il 
SLY3 
TIGER WOODS PGA TOUR 06 
INDIGO PROPHECY 
MARVEL NEMESIS: RISE OF THE IMPERFECTS 
RAINBOW SIX: LOCKDOWN 
VeVi The Are қ ; 8 HEROES OF THE PACIFIC 
Yu-Gi-Oh! The Duelists of the Roses ] MOTO GP4 
ВИ Konam 8 CRASH TAG TEAM RACING 
URBAN REIGN 
ЗІ А1: STEEL LANCER ARENA INTERNATIONAL- 


A REMARKABLE 12 PLAYABLES IN ALL! 


ADVERTISER INDEX 4 


2K Sports 
www.2kgames.com 
81, 104-105 


Activision 
www.activision.com 
26-27, 44-45 


Cover story: Kingdom Hearts 
Reviewed: Kingdom Hearts (4.5/5), Tekken 4 


OPM is just three issues away from No. 100. Continuing with the 


theme of the last few months, we're taking a look at Issues #56 Atlus Software 


through #66. We're getting closer; there are games in this batch we're (3/5), Dynasty Tactics (4.5/5) www.atlus.com 

still playing today, lots of familiar faces and franchises, and plenty of Previewed: Grand Theft Auto: Vice City, " 

great titles. These were some of the PS2's finest moments. Conflict: Desert Storm, BloodRayne Bandai America Inc. 
Biggest understatement: “I gotta stop hit- www.bandai.com 
ting my head." —Pro BMX rider Mat Hoff- ica 
man, while being interviewed by pro skater Capcom USA Ine. 


ЁО Tony Hawk хэмээсэн 
ET jJ 1 
Collins College 


жәнет ит” ое 
109 


Cover story: Spider-Man n ie Cover story: Grand Theft Auto: Vice City 

Reviewed: Army Men RTS (4/5), Herdy Reviewed: Sly Cooper (5/5), Need for enon шиг 
Gerdy (3/5), Mr. Mosquito (3.5/5) Speed: Hot Pursuit 2 (5/5), The Thing (3/5) в. 
Previewed: Kingdom Hearts, SOCOM Previewed: Devil May Cry 2, The Lord of АСА T SUR 
Snarkiest quote: “| World Destruction D. the Rings: The Two Towers, Burnout 2 E 
League: Thunder Tanks] was like watching 4-2. Most embarrassing moment: Respond- 67 

a stop-motion animation about tanks made ег з ing to a publicity-stunt contest hosted by RISE HESS 

by someone who didn't know anything HE OTHER ИН Acclaim U.K., five people legally changed www.ea.com 
about tanks, or stop-motion animation.” their names to Turok for about $800. 45,1415 


Electronics Boutique 


Cover story: Shinobi 

Reviewed: GTA: Vice City (5/5), Shinobi 
(3.5/5), Ratchet & Clank (5/5), TimeSplitters 
2 (5/5), Tony Hawk's Pro Skater 4 (5/5) 


Cover story: Star Wars Bounty Hunter 
Reviewed: Spider-Man (4.5/5), Blood Omen 
2 (3.5/5), Dropship (4/5) 

Previewed: Tomb Raider: Angel of Dark- 


сагира эмет 
Е e 25: 


ness, The Mark of Kri, Final Fantasy ХІ Previewed: StarCraft: Ghost, Zone of the Veit: Y 
What ever happened to... All those video- Enders: The 2nd Runner 19 


game movies we claimed were coming out, 
like: Crazy Taxi, Dead or Alive, Duke Nukem, 
Max Payne, Soul Calibur, Tekken...? 


Understatement of the month: "Final Fan- 
tasy ХІІ might be pushed back, possibly 
until 2004." Yeah, make that 2006. 


Midway Games, Inc. 


wae con 
fimm YEAH 


Cover story: War of the Monsters ad 


Cover story: EverQuest and the PS2 Online 


Reviewed: Medal of Honor: Frontline (5/5), Reviewed: Star Wars Bounty Hunter (3/5), Pearson Education, Inc. 
Sky Gunner (3.5/5), Test Drive (3.5/5) Rygar: The Legendary Adventure (4.5/5) уен данатын 


Previewed: Tony Hawk's Pro Skater 4, Previewed: EverQuest Online Adventures, Ч 
Вудаг, Ratchet & Clank, Shinobi Dragon Ball Z: Budokai, Dead to Rights cess ИЮ) 
Most unreasonably optimistic quote: Most unreasonably optimistic quote: 93 — Ч 


"Sometime soon...you will be able to use 
your PS2 to access broadband content like 
streaming audio and video on demand." 


“Моге time working on Tomb Raider [Angel с НИ 
of Darkness] means we'll get it absolutely Ste seii bom. 
right." —Rob Dyer, president of Eidos 60-61 


Sony Computer 
Entertainment 


ISSUE #59: AUGUST 2002 

Cover story: Sly Cooper 

Reviewed: Stuntman (3/5), The Mark of Kri 
(3/5), Way of the Samurai (3.5/5) 
Previewed: Silent Hill З, XIII, Dark Cloud 2, 
Need for Speed: Hot Pursuit 2 

Most quickly regretted quote: "Everything 


me 


Plav Se~ 


EEN 


Cover story: The Getaway 

Reviewed: .hack/INFECTION (3.5/5), ВМХ 
XXX (1.5/5), The Sims (4/5) 

Previewed: Final Fantasy X-2, Enter the 
Matrix, Splinter Cell, Xenosaga Ep. ! 
Most prescient quote: "If [eventual God 


Square Enix U.S.A., Inc. 


www.square-enix-usa.com 
looks good when it's cel-shaded." of War developer Incog] can continue its 50b-50d, 51 
— бат Kennedy, harbinger of the Great string of hits, then Sony made a very wise "MORE cine сэр 
Cel-Shading Overdose of 2003 decision when it bought this team." www.cartoonnetwork. 


com/tv shows/naruto/ 
59 


Ubisoft Entertainment 
Cover story: Def Jam Vendetta EI лы DUI 


PI: iSt М БЫ Cover story: SOCOM: U.S. Navy SEALs 29, 53, 72-73, 82-83 
ау. а "9 Reviewed: Xenosaga Ep. 1 (4/5), EverQuest 


Reviewed: SOCOM: U.S. Navy SEALs (5/5), 


"Сара Onimusha 2: Samurai's Destiny (4/5) Online Adventures (2.5/5), Devil May Cry 2 AT ево 
Previewed: Gungrave, Malice, TimeSplitters (3/5), Dark Cloud 2 (5/5), The Getaway (4/5) pesti Е 
2, .hack/INFECTION, True Crime Previewed: DRIV3R, Amplitude, Rayman 3 77 
Best interview question, ever: "What fools Whack, indeed: "They went with a gim- Vivendi Universal 
do you currently pity?" Asked of Mr. T in mick and tried to rush a game and put our Games 
our interview about Rocky. Best response: names on it, and it was whack.” —Method ee 


“It's a good thing to be pitied by Mr. T.” Man, on Wu-Tang: Shaolin Style 
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THE PROMISED LAND WAS NOTHING BUT A NEW HELL 


"THIS SEQUEL WILL ADD EVEN 
MORE BRILLIANCE TO WHAT WAS 
ALREADY A LEADING RPG OF 
THE YEAR CONTENDER.” я 5 

- BONUSSTAGE.COM e 


ДА ЕТО. 
DELIL SAGE 


гу 
IL ADBA 
И, Fa —— 


SERPH, LEADER ОЕ THE EMBRYON, WANDERS AIMLESSLY THROUGH THE 
LIFELESS STREETS BEFORE HIM. IN THE JUNKYARD, HIS TRIBE FOUGHT A 
SELECT RETAILERS AND GRUESOME WAR, HOPING THE LIGHT OF HEAVEN WOULD RELIEVE THEIR 
RECEIVE THE DDSZ E / | SUFFERING. IN THE END, SERPH'5 WORLD VANISHED, ALONG WITH THE 
CD SOUNDTRACK FREE! j COMRADES WHO STOOD BY HIM. ALL THAT AWAITED НІМ IN NIRVANA WERE 
"WHILE SUPPLIES.LAST \ у ENDLESS STREETS LITTERED WITH THE SILENT REMAINS OF HUMAN STATUES. 


PRE-ORDER DDS2 AT 


THE THRILLING cone SION TO 

THE CRITICALLY АСЕ! > 

SHIN MEGAMI : 
DIGITAL DEVIL SAGA. 


IN STORES NOW! 


TEAR INTO THE NEW HALF HUMAN, MEET A NEW CAST OF CHARACTERS! 
HALF DEMON BERSERK MODE! ARE THEY FRIEND ПВ FOE? 


4О+ HOURS DF GAMEPLAY EXPLORE A BRAND NEW WORLD 
FEATURING SPECTACULAR STYLIZED FULL OF CONSPIRACY AND DANGER! 
GRAPHICS AND FULLY-VOICED 


[MATURE 1 | -—- ZI А | LUS 
5 EN 


IMAGINATION 
REALIZED 


WWW.ATLUS.COM 


М fee ene PlayStation.? 4 


Sexual Themes 


ESRB CONTENT RATING 


© 2005 ATLUS SHIN MEGAMI TENSEI, SMT and DIGITAL DEVIL SAGA are trademarks of Atlus USA PlayStation" and the "PS" Family logo are registered trademarks 
of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Entertainment Software Association 


From the creators of Devil May Cry? and Resident Ет 112. 


— 
- 


1110 


Expertence the face of wartare! 


Pure action! Wage war to experience the heat of battle and face off against hordes of 

enemies! Choose from 6 incredible warriors, each with exclusive weapons anda unique | 
fighting style. Fight hand-to-hand to execute thrilling moves and chain limitless combos. | 
Conquer all, reign supreme and achieve total world domination! | 


Visit www.esrb.org www.capcom.com/devilkings 


CAPCOM 


for updated rating 
information. 


trademarks ol Sony Computer Entertainment Inc. The ratings icon is a registered trademark of the Entertainment Software Association. Ай other 
‘marks are owned by their respective owners. 


Made with love Бу 


-<БЕКСОМАС- 


Our goal is to preserve classic video game magazines so that 
they аге not lost permanently: 


People interested in helping out in any capacity, 
please visit us at retromags.com. 


No profit is made from these scans nor do we offer anything 
available from the publishers themselves: 


Ifyou соте across anyone selling releases from 
this Site please do not support them and do let us know: 


Thank you! 


